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Editor’s 

Introduction 


Typing in a computer program is like opening an 
unknown door. You do not know until you actually open 
the door — or, in our case, run the program — what ex¬ 
perience is waiting for you. Of course, the sign on the 
door has given you some indication, but nothing can 
equal first-hand experience. 

You do not know precisely what experiences are 
waiting for you in the great programs in this book. Of 
course, if the introduction says you're entering a space 
game, it's very likely the program won't play 'Guess My 
Number' when you get it up and running. But the listing 
rarely hints at the computer's game-playing strategy, or 
the screen display, or the fun that is waiting for you, 

This book has a number of unknown doors — doors 
leading into outer space and into the fiendish worlds of 
computer intelligence, wizards and Adventure. 

We've provided the doors.. .and the keys. All you have 
to do to turn the lock is tvpe in the program, and run it. 
Whatever you find behind each door, I guarantee you 
won't be disappointed. 

Tim Hartnell 
Series editor 
London 
March 1984 
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Authors’ 

Introduction 


After many months of planning, designing and hard pro¬ 
gramming, we bring you the book you have been waiting 
for. Everybody prefers a particular type of game, and we 
have tried to cater to all interests. There are board 
games, card games, strategy games and, best of all, fast- 
paced arcade games. And unlike other program listings, 
all of our games are efficiently programmed, fast, colour¬ 
ful, and fun to play. 

So power up your system, type in these games, and let 
the fun begin! 

Gary Ryan and Cliff McConnell 
Canberra, Australia 
March 1984 
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qppr'TAT. 

PROGRAMMING 

NOTES 

While typing in these games, there are some special 
symbols you will need to know. 

When you see the “ | " symbol it means push the 
INVERSE key. When you see the symbol it means 
press the CONTROL key and hold it down. When you 
see the ' ' key it means take your finger off the CON¬ 

TROL key. 

For a system using a DOS other than ATARI DOS (DOS 
2), more memory than the stated amount may be needed. 
This is only if the DOS in use takes up more memory. 
(‘Asteroid Storm', for example, will not run with a DOS 
that takes up more memory than Atari's DOS 2. Some 
other games in this book — those which use machine 
code — will not work instantly with non-Atari versions of 
DOS. If you discover that a program will not work with 
your DOS, load in the game, type POKE 9, 0 and press 
RETURN, then press SYSTEM RESET and run the game.) 

As you will see, each game in this book makes use of 
some, or all, of the following Atari features: hi-res 
graphics, redefinable character sets, sound, player- 
missile graphics, display-list interrupts, vertical-blank 
interrupts, colour and mixed graphics modes. Most have 
machine language, and many make extensive use of it. 
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TRAFFIC 

PANIC 

(16K CASSETTE, 24K DISK) 


It is the year 2039 and, because of ridiculously over¬ 
crowded roads and the lack of available land, highways 
are being built one above the other. Y ou are at the bottom 
of one of these 'super-highways’ but you long to see the 
view from the top. For you to satisfy this ambition, you 
must climb up five levels using the abandoned ladders. 
However, each level is busy with traffic and the only way 
to avoid being flattened is by jumping over the oncoming 
cars. 

After the program initialises the machine language, the 
title screen will be shown. Press SELECT to change the 
stage you start on. Press START to begin the game. 

You are given three lives. After you have lost them all, 
the program returns to the title screen and displays the 
highscore. Push a joystick in port 1 up to climb a ladder (if 
you are underneath one) and push it down to descend a 
ladder. Push it left to move left, and right to move right. 
Press the fire button to jump on the same spot, and press 
the fire button with the joystick to jump left or right. 
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10 REM H-^t-a RPlFFIC PfiMIC 

20 REM +”i-Wr i by Cliff McConnell 

30 REM +=M=ftLL REMS MftY BE OMITTED 

G0 DIM SCS), N<;5), XICS), YH:5>, X2«:5>,Y2«: 

5 ) 

110 TOP=PEEK «; 740) : PMBftSE- ( TOP-S) f=25G s S 
TflRT=-CTOP-12 )h= 25GSPOKE 10G, TOPsPOKE 0, 
PMBftSE/25G:GRPlPHICS 0 

115 POKE 10G,T0P-3:0R0PHICS 0sPOKE 106 
, TOP-5 s CHSET^^C TOP- 14) >t-=25e 
120 VBLftNK=STPiRT: DLI =STPlRT+G04 s USER==ST 
fiRT+G45 

130 FOR K=0 TO 5sX1(K)==0:Y1i:K)=05X2(;K) 
=0 5 Y2(:K)-0:NEXT K 
140 GRFIPHICS 17 

150 POSITION 6,5s? #G;"TRAFFIC"sPOSITI 
ON 7,75? #G? "panic" 

210 GOTO 510 

300 REM PAGE 6 DATA 

310 DATA 0,0,0,0,28,23,62,62,255,255,2 
55, GG, 0, 0, 0, 0, 1, 130, 3, 132, 5, 134, 133, 15 
3, 173, 193 

311 DATA 24£), 12, 32, 52, 142, 1G2, 182, 202, 
239, 3, 23, 43, 151,171, 191,211,230, 250, 14 
, 34, 11, IS, 2, 8, 7, 14 

312 DATA 0, 0, 0, 24, 24, 60, G0, 12G, 6G, 66, 1 
26, 60, 60, 24, 24, 0, 0, 0, 0, 24, 24, 60, 36, 102 
,102,102 

313 DATA 102,36,60,24,24,0,0,0,0,24,24 
, 60, 60, 126, 66, 66, 126, 60, 60, 24, 24, 0, 0, 2 
4,24,60 

314 DATA 60, 126, 66, 66, 126, 60, 60, 24, 24, 

0 , 0 , 0 , 100 , -1 

400 REM MACHINE LPiNGUAGE 

410 DATA 169, 4, 141, 128, 6, 162, 3, 189, 22, 
6, 157, 0, 208, 202, 16, 247, 173, 139, 6, 240, 3 
, 76, 95,228,198,207 

411 DATA 208,53,165,208,133,207,160,18 
, 177, 88,201,16,208,6, 169,25, 145,88,208 
, 27, 56, 233, 1, 145, 88, 201 

10 




L 

-- 

--- 

--- 

--- 

--- 

in c 

TR nrPTr! pavrr! 

-- 

--- 

--- 

--- 

--- 

:b 













T 


412 DATA IB, 20S, 2B, 136, 177, SS, 201, 16, 2 
0S, 19, 169, 1, 141, 139, 6, 141, 140, 6, 76, 95, 
22S, 136, 177, 88, 56, 233 

413 DATA 1, 145, 88, 162,5, 189, 16, 6, 41, 11 

2, 74, 74, 74, 74, 133, 203, 189, 16, 6, 41, 15, 2 

4, 125, 46, 6, 157 

414 DATA 46,6, 201,16,144,7,41,15, 157,4 
6, 6, 230, 203, 138, 10, 10, IBS, 24, 105, 4, 133 
, 204, 189, 16, 6, 48 

415 DATA 16, 185, 22,6, 24, 101,203, 153, 22 
, 6, 200,196, 204,208,242,240, 14, 185,22,6 
, 56, 229, 203, 153, 22, 6 

416 DATA 200,196,204,208,242,202,16,17 

5, 173, 131, 6, 208, 127, 173, 137,6, 208,31, 1 
73, 16, 208, 208, 84, 169, 1, 141 

417 DATA 138,6,173,0,211,106,106,106,1 
76, 5, 162, 0, 142, 138, 6, 106, 176, 5, 162, 2, 1 
42, 138,6, 238, 137,6 

418 DATA 173, 137, 6, 201,21, 176, 5, 206, 13 

3, 6, 203, 12, 238, 133, B, 201,40, 2;0S, 5, 169, 
0, 141, 137, 6, 173, 132 

419 DATA 6, 24, 109, 138, 6, 56, 233, 1, 141, 1 

32, 6, 201,48, 176, 3, 238, 132,6, 201,210, 14 

4, 3, 206, 132, 6, 169 

420 DATA 1,208, 63, 173, 0, 211, 106, 106, 10 

6, 176, 27, 206, 132, 6, 173, 132, 6, 201,48, 17 
6, 3, 238, 132, 6, 2!06, 130 

421 DATA 6,208,7,169,3,141,130,6,208,3 
2, 208, 38, 106, 176, 35, 238, 132, 6, 173, 132, 
6, 201,210, 144, 3, 206 

422 DATA 132, 6, 206, 130, 6, 208, 17, 169, 3, 
141, 130, 6, 208, 2, 208, 81,173, 135, 6, 73, 1, 
141,135, 6, 173, 0 

423 DATA 211,106, 176,83, 173, 131, 6, 208, 

33, 174, 129, 6, 189, 116, 6, 205, 132, 6, 208, 1 
2, 169, 0, 141, 134, 6, 169 

424 DATA 1, 141, 131,6, 208, 10, 189, 122, B, 
205, 132,6,208,47,240,234,206, 133,6,238 
, 134, 6, 206, 136, 6, 208 

425 DATA 13, 169, 4, 141, 136, 6, 173, 135, 6, 
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73, 1, 141, 135, B, 173, 134, 6, 201,32, 20S, 10 
0, 1B9, 0, 141,131, 6 

426 DflTfi 141,135, 6, 23S, 129, G, 24, 144, SB 
, 106, 176, S3, 173, 131, 6, 208, 44, 174, 129, 6 
, 240, 73, 202, 189, 116,6 

427 DPiTPl 205, 132, 6, 20S, 20, 142, 129, 6, 16 

9, 32, 141, 134, 6, 169, 2, 141, 135, 6, 169, 1, 1 
41, 131,6,208, 10, 189 

42S DRTPI 122, 6, 205, 132, 6, 208, 36, 240, 22 
6, 206, 136, 6, 208, 13, 169, 4, 141, 136, 6, 173 
, 135, 6, 73, 1, 141, 135 

429 DftTPl 6, 23S, 133, 6, 206, 134, 6, 20S, 8, 1 
69, 0, 141,131, 6, 141, 135, 6, 173, 135, 6, 10, 

10, 10, 10, 170, 165 

430 DftTPl 0, 24, 105, 3, 133, 204, 169, 0, 133, 
203, 169, 15, 133, 205, 172, 133, 6, 1S9, 52, 6, 
145,203,200,232,198,205 

431 DRTR 16, 245, 173, 132, 6, 141,4, 208, 56 
, 233, 2, 141,5, 208, 56, 233, 2, 141,6, 20S, 56 
,233,2, 141,7, 208 

432 DRTR 162,0, 173, 133, 6,205, 141,6,240 
,4,141,141,6,170,142,0,210,232,142,2,2 
10, 169,16S, 141,1,210 

433 DRTR 141,3, 210, 76, 95, 228, 72, 138, 72 
, 174, 128, 6, 189, 22, 6, 141,0, 208, 189, 23, 6 
,141, 1,208, 189, 24 

434 DPlTft 6, 141,2, 208, 189, 25, 6, 141, 3, 20 
S, 232, 232, 232, 232, 142, 128, 6, 104, 170, 10 
4, 64, 104, 169, 0, 141, 139 

435 DPlTft 6, 173, 133,6, 201,34, 176, 6, 169, 
1, 141, 139, 6, 96, 173, 9, 208, 24, 109, 10, 208 
, 24, 109, 140,6,240 

436 DRTft 230, 141, 139, 6- 96, 0, -1 
440 REM CHRRPlCTER SET DRTft 
442 DRTft 255, 165, 255, 0, 0, 0, 0, 0 

444 DRTft 99, 127, 127, 99, 99, 127, 127, 99 
446 DRTft 255,165,255,99,99,127,127,99 

445 DRTft 0, 12, 30, 63, 63, 30, 12, 0 
450 REM DftTft FOR CRRS 

460 DPlTft 28, 2S, 62, 62, 255, 255, 255, 66 
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470 DATA 56, 56, 124, 124, 255, 255, 255, 66 
510 TRAP 1020 

520 REM READ IN PAGE 6 DATA 

1010 FOR T=-153G TO 3999: READ A: POKE T, 

A:NEXT T 

1020 TRAP 1520 

1030 REM READ IN ML 

1510 FOR T=START TO START+3999:READ A: 
POKE T,A:NEXT T 

1520 POKE 54279,PMBASE/256:POKE 53277, 
3:POKE 559,62:POP 

1524 FOR T=0 TO 511:POKE CHSET+T,PEEKC 
57344H-T) :NEXT T 

1527 FOR T=0 TO 31 : READ A: POKE CHSET+-2 
4+T,A:NEXT T 

1530 FOR K=40 TO 227 STEP 64:RESTORE 4 

60:FOR T=0 TO 7: READ A: POKE PMFiiASE+102 

4+K+T, A: POKE PMBASE+12S0+K+-T, A 

1540 POKE PMBASE+1536+K+T,A:POKE PMBAS 

E+1792+K+T,A:MEXT T:NEXT K 

1550 FOR K=72 TO 227 STEP 64’.RESTORE 4 

70: FOR T==0 TO 7: READ A: POKE PMBASE+102 

4H-K+T, A: POKE PMBASE+1280+K+ T, A 

1560 POKE PMBASE>153G4-K+ T, A’.POKE PMBAS 

E+1792+K+T,A:NEXT T:MEXT K 

3010 POKE 704,202:POKE 705, 122:POKE 70 

6,74:POKE 707,250:POKE 623, 16:POKE 70S 

,10S:POKE; 709, 172: POKE 710,150 

3015 POKE 711,54 

3020 DL“PEEK(;560)+256=+=PEEK(:561.'> :FOR K= 

S TO 24 STEP 4:F^0KE DL+K, PEEKCDL+K)+12 

S:NEXT K:P0KE 756,CHSET/25G 

3030 FOR T=2 TO 22 STEP 4:POSITION 0, T 

:? #6 5 ■•####################":NEXT T 

3040 HI=INTCVBLAMK/25B>:POKE 54286,0:P 

OKE 547,HI:POKE 546,VBLANK-256+HI:HI=I 

NT t; DLI /25GI : POKE 513, HI 

3050 POKE 512,DLI-25G+HI:SC=0:HS=SC:LE 

VEL=1:POKE 54281,CHSET/256 

4000 REM WAIT FOR START/SELECT 
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4010 POP 5POP spoSITION 1,3:? #6;"pres 
s start/seIect" 

4015 POSITION e,5:? #65"TRfiFFIC":POSIT 
ION 7,7:? #B5"par.ic" 

4020 POSITION 0,0:? #G5 "55cc.re: " 5SC 
4022 POSITION 0,1:? #G5"high 5Core:"5H 
S 

4025 POSITION 12,0:? #65“I eve I"5 LEVEL5 

(I II 

4030 IF PEEK<;53273) =6 THEN 7010 
4035 IF PEEKt;53264)=0 THEN 7010 
4040 IF PEEK(;53279) <> 5 THEN 4030 
4050 LEVEL=LEVELCLEVEL <3) +• 1: POSITI ON 
17,0:? #6 5 LEVEL: POSIT! ON 13,3:? #65"SE 
LECT" 

4060 IF PEEKC53279)=5 THEN 4060 

4070 POSITION 13,3:? #65"seIect":GOTO 

4030 

7000 REM PRESSED START 

7010 POSITION 7,3:? #6;"START" 

7020 IF PEEKt:53279) =6 THEN 7020 
7030 POSITION 1,3:? #65" 

" :SC=0:POSITTON 6,0:? #65SC5" 
:POSITION 12,0:? #65" 

7110 STAGE=LEVEL:MEN=3:POSITION 6,5:? 
#6 5" 

7115 POS ITI ON 6,7:? #6 5 " STAGE " 5 STAGE s 
POKE 77,0 

7120 FOR K=0 TO 5:S (K) =S-»-STADE:+^2. 5+5-K 
+ 12S=>= t; I NT CK/2) ==K/2) 

7130 NEXT K 

7135 FOR K=^0 TO 5 

7140 IF Y1(;K)=0 then 7150 

7145 POSITION XICK),Y1CK):? #65"#":FOR 
T=1 TO 3:IF Y1CK)+T>23 THEN 714S 

7146 LOCATE XICK),Y1CK)+T,A:IF A<33 TH 
EN POSITION XICK),Y1CK)+T:? #65" " 

7148 NEXT T 

7150 IF Y2CK)=0 THEN 7160 

7155 POSITION X2CK),Y2CK):? #65"#":FOR 
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T=1 TO 3: IF Y2<:K)+T>23 THEN 7158 
7158 LOCATE X2<;K) , 7200+T, A: IF A<39 TH 
EM POSITION X2t:K)t Y2(:K)+T:? #6?" " 

7158 NEXT T 
7160 NEXT K 

7170 FOR K=0 TO 5: M<K> =STAGE+=<;STAGE <5) 
(STAGE) 4>-is NEXT K 

7190 FOR K=0 TO 23s POKE i55S+-K, 0s NEXT 
K 

7210 FOR T=0 TO 5sN=0sFOR K=0 TO NCDs 
POKE 155S+T+=4+K, NsN=N+25+INT(RND(:0)>»-=39 
.IsMEXT KsNEXT T 

7310 FOR K=0 TO 5s POKE 1552+K,S(K)sMEX 
T K 

7320 POP sPOP 

7510 FOR L=0 TO 5:HP0S=5G+S+INT(RND(0) 
h-:1S)sG0SUB 20010 

7520 POKE 1B52+5-L, HP0S-1sX1(L>==X5Y1 (L 
)=Y5NEXT L 

7530 FOR L=:0 TO Ssf^OKE 1G5S+5-L, 0: IF R 
ND(0)<0. 3 THEN HPOS==5G+S-s-:INT(RND(:0>+=18 
)s GOSUB 20010 s POKE 1B5S+5-L,HPOS-1 
7540 X2(L)==Xs Y2 (L)=YsNEXT L 
8030 FOR X=6 TO 13: LOCATE X,7, AsiF A) 3 
8 THEN A=32 

8040 POSITION X,7sFW #G, AsNEXT X 
9030 FU=500: POSI TI ON 12,0: ? #6; " T i me " 
;FU s POKE 207,50:POKE 208,50 
10010 FOR T= PEEK( 1689;) TO PEEKC 1669> + 1 
4:POKE PMBASE+76S+T, 0:NEXT T 
10015 POKE 1888, 100 SPOKE 1E>69, 225 
10020 POKE 1873,0SPOKE 1885,0:POKE 186 
7,0 s POKE 1876,0 

10030 POSITION 17,0s? #G?FU:COLOR 134 
10060 FOR K=1 TO MEN: PLOT Ifi+K, 1: NEXT 
K 

10070 IF MEM <3 THEN POSITION 17+-MEN, 1: 
? # 8 ?" "? 

11010 POKE 1675,is POKE 53278,0:POKE 54 
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286. 192: R==USR (USER ) : SOUND 0, 0, 0, 0: SOUN 
D 1,07 0,0 

11020 IF PEEKC53257)+PEEK<53258)+PEEK<: 

1676>>0 THEN 13010 

12000 REM +;*EMD OF STftGE 

12510 STOGE-STFlGE+l ; K=PEEK<88) +256*PEE 

K < 89) : K=^ < PEEK < K+-17 ) -16) =+= 10+ PEEK < K-i-18 > -- 

16:K=K+=10 

12530 FOR FU==K TO 0 STEP -10: SC=SC+10=+= 
STftGE: POSITION 6,0:? #6*, SC: POSITION 17 
,0:? #6;FU5:IF FU<100 THEN ? #6?" "■ 
12550 SOUND 0, 70, 10, 10 

12560 FOR K=0 TO 5: NEXT K: SOUND 0,0,0, 
0SNEXT FU 

12570 POSITION 17,0:? #6?" "? 

12610 GOTO 7115 

13000 REM ■•+=*PLftYER DIED 

13010 MEN==ME:M“1: POSITION 17+MEM, 1:? #6 

> 41 II 
? 

13020 FOR T==0 TO 15: SOUND 0, 255-Th:17, 1 
0, 10: POKE PMBFiSE+7GS+PEEK<1G69;m-T, 0:FO 
R K=0 TO 3: NEXT K’-NEXT T 
13100 IF MEN>0 then 10010 
13110 POSITION 5,12:? #6?"same over":I 
F SOHS THEM HS=SC 

13120 FOR K=1 TO 150:NEXT K:POSITION 5 
,12:? #G;" "-.GOTO 4010 

20000 REM 

20010 X=<HP0S-5G) /S: Y=2+<L+=4) 

20020 POSITION X,Y:? ^6? FOR T=1 TO 
3:IF Y+T<24 THEN POSITION X,Y+T!? #6? 

20030 NEXT T 
20040 RETURN 
32000 GOTO 32000 
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BREAKTHROUGH 

(16K CASSETTE, 24K DISK) 


This is the computer version of the old arcade game in 
which you chip away at a multi-coloured wall with your 
bat and ball. When the wall has been completely knock¬ 
ed out, your bat will decrease in size and a new wall will 
be drawn up. In this version the ball can bounce off the 
bat at 16 different angles. 

Press SELECT to alter the number of balls you can miss 
before the game is over. Press OPTION to change to 
Breakthrough, when the ball, instead of bouncing off the 
wall, will wipe through it. Press ‘f or' s’ to change to a fast 
or a slow ball. Press START to start the game. 

Use a joystick in port 1 or move left and right, and press 
the fire button to slow down the movement of your bat. 
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0 REM BRERKTHRU, BY G. RYRN 

10 DIM Pl*(:5):GOTO 50 
20 RESTORE D:TRPiP 40 

30 FOR X=PI TO fl+-400!REftD DsPOKE X,D:NE 
XT X 

40 POP sRETURN 

50 RESTORE 50:RERD N,N1,M2,N3,N4,N5, MS 
, M7, NS, MS, N10, Ml 1, Ml2, N16, N20, F, Wi KB, C 
SL: DRTFi 0, 1,2, 3, 4, 5, G 

55 DFITFI 7, S, 9, 10, 11, 12, 16, 20, 255, 256, 7 
64, 53279 

59 REM SETUP TOP OF RFiM 

60 R=INT<:PEEK<:740)/N4.W=N4:POKE 106, R:G 
RRPHICS N20'+ N2: POKE 106, R-NS: RT=R+:W 

70 VBI=RT~1S0: VBD=RT--360: PLR=RT-512: MS 
L=RT-G40: MFi IM=RT--960: DLI =RT-10S0: PMB=R 
-N4: INIT==RT-1024: DL=RT--1150 
80 GRAPHICS N2+N16:G0SUB 4500:POSITION 
MG,M5:? #6, "bveakthi-u" : POSITION N1,M7 
:? #NG;"WRITTEN BY G. RYRN" 

90 D=5500:Fl=VBI :GOSUB N20: D=6500: R=VBD 
:eOSUB N20 

100 D=5000:R=MftIM:GOSUB N20sD=7500:R=D 
Ll:GOS!JB N20 

110 D=6000: A=1024:GOSUB M20: D==S000: R=1 
760:GOSUB M20:D=7000!R=INIT:GOSUB N20 

119 REM SELECT GAME SCREEN 

120 GRAPHICS N2+M1G:G0SUB 4500:SETCOLO 
R M,M7,M6:SETC0L0R N1,N3,NS:SETCOLOR N 
2, 13, N10:SETCOLOR N3, N10, N12:G=N 

130 T==N:? #M6;" score: "? sc; :POKE S5, 1 
3;? #NG;"IHI;I";HS:POSITION NS,N3:? #N 
6;"!breakthru1" 

140 ? #N6:? #NG;*‘ press opt i on/se l ecT/' 

150 ? #NB;" IMO. of balls:I 3":B=N3: 
L=N7:D=N:POKE 764, 62:POSITION NS,N9:? 
#N6;"BREAKOUT" 

160 GOSUB 4000:C=PEEK<;CSL) :X=STRIG(;N) : 
IF C=N5 OR C=^MG OR X=N THEN 190 
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170 D=D-0. 2:D=D*=<:D> N) : SOUND M, F, M10, D: 

SOUND MItF .N1,N10, DsIF D> N9 THEN 160 

175 IF PEEKi;KB) =53 THEN 3500 
130 GOTO 160 

190 IF C=N6 OR X=N THEN 230 
200 IF D>NS THEN 170 
210 D=N10:B=B4M1 5 IF B> N5 THEN B=M1 
220 POSITION 17,N7-.? #N6;B!G0T0 160 
230 POKE 53761,N5POKE 53763,N:B=B+N1:G 
OSUB 4020:GOSUB 3550 

240 POKE 205,NS POKE 203,MSL-INT(MSL/W) 
>+=W 5 POKE 204, I NT ( MSL / W > s GOSUB 4100 
250 POKE 203,NSPOKE 209,M6:POKE 21,120 
s POKE 22,N1:POKE 24,76 s POKE 25 ,44 s POKE 
26, MS POKE 82, Ms POKE 33,39 
260 POKE 27,Mls POKE 1024,Ml:POKE 1025, 
N1s POKE 1026, NS POKE 1027,NIG 
270 POKE 1033,N2SPOKE 1033, N2:POKE 104 
6,Bs POKE 1734,B+N16 s POKE 1047,Ns POKE 1 
043, 96 

279 REM SETUP DEIST 

230 GRFiPHICS N4 s POKE 559, Ns GOSUB 4500s 

COLOR Mis FOR Fl=N TO N3SPL0T M4+ft, Ns DRft 

WTO N4+PI, 39s PLOT 72+Fl, N 

290 SETCOLOR N, M7, NSs DRRWTO 72+Fl, 395 NE 

XT fisPOKE DL, 1125 POKE DL+Nl,1125 POKE D 

L+-N2, 112 5 SETCOLOR Ml, Ml 1, N8 

300 PLOT N4,N5DRFWTO 72, Ms POKE DL+N3, 7 

35 POKE DL+N4, PEEK CSS) SPOKE DL+-N5, PEEK C 

39)5SETCOLOR N3,N3,NS 

310 FOR ft=DL+NG TO DL+Nl1sPOKE ft,MBs ME 
XT AS POKE DL+N12,137s IF G=N3 THEN POKE 
1043, M 

320 POKE DL+13,202 5POKE DL+14,Ns POKE D 
L+-15,NG5FOR A=DL+N1G TO DL+ Nl G+-N55 POKE 
A,13SSNEXT A 

330 POKE DL+21,201sA=PEEKCSS)+PEEKCS9) 
*W+-1505 POKE DL+-22, A-IMTC A/W) +=W5 POKE DL 
+•23, INTCA/W) 

340 FOR A=DL+-24 TO DL+-4SSP0KE A, N9sNEX 
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T PC POKE DL+49,70:POKE DL+50,234:POKE 
DL+51, l\16 

350 POKE DL+-52, 70: POKE DL+53, PEEK(;GG0) 

: POKE DL'+-54, PEEK CGGl ) : POKE DL+55, NG: PO 
KE DL+5G, G5 

3G0 POKE DL+57, DL-IMT(:DL/W.W=W:P0KE DL+ 
58, INTi;DL/W)-.POKE 5G0, PEEK (;DL+57 ): POKE 
5G 1 ,PEEK C DL+5S):POKE 559,4G 
370 FOR Pl=::i53G TO 1G3G STEP N20:POKE ft 
,N:POKE ft+19,M:POKE ft+N1,S5:POKE ft+1S, 
85 

380 FOR X=P>4-N2 TO ft+N1 G+Nl : POKE X,F:NE 
XT X:NEXT ft 

400 POKE 54279,PMB;POKE 53277,N3:POKE 
704,SG:POKE 705,184:POKE 623,M4 
405 IF G=M3 THEN POKE 102G,N1 
410 POKE PLR+S4, F:POKE PLR-+S5, F: POKE 5 
325G,N1SPOKE 53248,120:POKE 53260,N 
420 POKE G56, N:POKE G5S, NCPOKE 657, 25: 
? "hi score "?HS; 

425 IF G=N3 THEN POKE 657,24:? " demo 
mode " 

430 POKE 542SG,F:P0KE 205,Ml:X^USRCINI 
T, DLI, VBI, VBD, MftIM) : SOUND M, M, N, M: SOON 
D Nl, N, M, M 

440 POKE 205,M:POKE G56,M:POKE 658,N:P 
OKE 657,MG:? "I game over I "?:POKE 657, 
24:? " PF?ESS start "? 

450 IF PEEK(:CSL>=^M3 THEN POKE G57,N4:? 
"1 same aborted I" 

460 FOR X=N1 TO N4: ft«i C X, X) =CHR^ C PEEKC 1 
77G+X > +32>:NEXT X:SC^VftL ( R$ C Ml,M4 > >:IF 
SOHS ftND GON3 THEM HS^SC 
470 IF PEEKCCSL)<>NG THEN 470 
480 FOR X==5324S TO 53255: POKE X, N:NEXT 
X : POKE 53277, N 
490 GOTO 110 
999 GOTO 999 

3499 REM GOME OPTIONS 

3500 RESTORE 3510:FOR ft=VBD+21 TO VBD+ 
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25;REfiD D SPOKE R, DsNEXT Pi: POKE 1029, Ns 

POKE 1030, NsGOSUB 4020:G=N3 

3510 DPiTPi 173, 10, 210, 41,7 

3520 POKE VBD+158, 21 : SOUND M, N, N, Ns SOU 

MD Ml, N, N, M s POKE 1029, Ns POKE 1030, N: 00 

TO 240 

3550 RE£-)TORE 3560: FOR Pi=VBD+2i TO VBD+ 
25:REPID DsPOKE ft, D:NEXT ftsPOKE VBD+15S 
,60 

3560 DftTfi 165,24,56, 229,21,170 
3570 RETURN 

4000 X==PEEK(:KB) : POSITION N3,N9:IF X--56 
THEN ? #N6;"IFftSTI"s G=N1:GOTO 4070 
4010 IF X=G2 THEM ? #N6;"sIow":G=N:GOT 
0 4070 

4015 GOTO 4070 

4020 IF G=N1 THEN 4050 

4030 POKE 1029,N2SPOKE 1030,254sPOKE 1 
042, 255 s POKE 1043, N1 
4040 GOTO 4070 

4050 POKE 1029,N3SPOKE 1030,253:POKE 1 

042,254 s POKE 1043,N2 

4070 IF PEEKCCSL)<>N3 THEN RETURN 

4090 T= C T=N.) : POSITI ON NS, M9: IF T=N THE 

N ? #NG;"BREftKOUT "sGOTO 4095 

4090 IF T=N1 THEN ? #M6;"BREftKTHRU"sGO 

TO 4095 

4095 FOR X=N1 TO 30:NEXT X:RETURN 
4100 IF T=N THEM 4150 

4110 POKE VBD+G6,234:POKE VBD+67,234:P 
OKE VBD+l12,N:RETURN 

4150 POKE VBD+66,20S:POKE VBD+67,84sPO 
KE VBD+112,Ml:RETURN 

4500 POKE Ml6,64 SPOKE 53774,64sRETURN 

4999 REM MftIM ROUTINE 

5000 DftTft 173,24,4,20S,126,133,205,169 
, 96, 141,24,4,234,234,234, 169,255, 160, 1 
6, 153, 1,6, 153, 21,6 

5005 DftTft 153, 41,6, 153,61,6, 153, Si , 6, 1 
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53, 101, E;, 136, 20S, 235, 133, 22, 200, 132, 27 
, 163, 16, 174, 253, 6 

5010 DPiTtt 232, 224, 26, 176, 5, 142, 253, 6, 2 
06, 19, 141,253, 6, 174, 252, 6, 232, 224, 26, 1 
76, 5, 142, 252, 6, 20S 

5015 DPiTPl 3, 141,252, 6, 162, 8, 142, 3, 4, 20 
2, 163, 115,4, 157,41,4, 163, 123,4, 157,57, 
4, 202, 20S, 241 

5020 DRTR 160, 0, 152, 140, 8, 208, 162, 3, 15 
7, 25, 4, 202, 206, 250, 163, 1, 162, 3, 157, 29, 
4, 202,208,250, 169 

5025 DATfi 188, 141,3, 4, 133, 205, 174, 23, 4 
, 240, 71, 163, 16, 172, 244, 6, 200, 132, 26, 17 
6, 5, 140, 244,6, 208 

5030 DATA 51,141,244,6,172,243,6,200,1 
32,26,176,5,140,243,6,208,35,141,243,6 
, 172, 242, 6, 200, 192 

5035 DATA 26, 176, 5, 140, 242, 6, 206, 19, 14 
1, 242, 6, 172, 241,6, 200, 192, 26, 176, 5, 140 
, 241,6, 208, 3, 141 

5040 DATA 241,6,206,23,4,208,187, 173, 2 
, 4, 208, 54, 133, 205, 160, 127, 145, 203, 136, 
208, 251,206,248,6,206 

5045 DATA 22, 4, 240, 59, 163, 1, 133, 27, 163 
, 76, 133, 24, 169, 46, 133, 25, 169, 0, 133, 26, 
163,4', 141, 14,4 

5050 DATA 141, 15, 4, 1.33, 22, 141,2, 4, 172, 
132, 2, 208, 251,200, 1-32, 205, 173, 31,208, 4 
1,4, 208, .3, 1.33, 205 

5055 DATA 36, 174, 1.32, 2, 183, 12, 4, 141,0, 

4, 108, 35, 4, 36, -1 

5493 REM IMMEDIATE VBLANK 

5500 DATA 216, 206, 1,4, 208, 27, 173, 0, 4, 1 

41, 1, 4, 173, 120, 2, 74, 74, 41,3, 170, 173, 21 

, 0, 24, 125, 4 

5505 DATA 4, 221,8, 4, 240, 2, 133, 21, 165, 2 
1, 133, 21, 141,0, 208, 165, 205, 208, 3, 76, 95 
, 228, 206, l6, 4, 208, .32 

5510 DATA 173,14,4,141,16,4,165,24,166 
, 26, 24, 125, 18, 4, 221,20,4, 240, 4, 133, 24, 
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208,9,165,26 

5515 DPiTPl 73, 1, 133, 26, 32, 97, 4, 164, 25, 1 
69, 0, 145,203,200, 145,203, 165,24, 141,5, 
208,206,17,4,208 

5520 DPiTR 20, 173, 15, 4, 141,17, 4, 165, 25, 
166, 27,24,125, IS,4, 133, 25, 201,19,144,3 
1, 164,25, 169,255 

5525 DPiTft 145, 203, 200, 145, 203, 192, 92, 1 
44,5, 169,0, 141,2, 4,206, 114,4, 203,5, 162 
, 0, 142, 1,210, 76 

5530 DfiTft 95, 228, 162, 1, 134, 27, 202, 134, 
22, 32, 97, 4, 24, 144, 212, -1 

5999 REM TABLES 

6000 DATA 1,1,1, 16, 0, 2, 254, 0, 0, 180, 60, 
0, 2, 1,2, 2, 2, 2, 255, 1,64, 190, 3, 0, 96, 0, 0, 
0 , 0 , 0 , 0 , 0 , 0 , 1 , 1 , 1 , 1 , 1 , 1 , 1 , 1 

6005 DATA 1, 1, 1,1,1, 1, 1,2,2, 1, 1,1, 1, 1, 
1, 1,3, 3, 2, 2, 1, 1, 1, 1, 1, 1, 1, 1,2, 2, 3, 3, 2, 
22,42,62,32,102 

6010 DATA 0, 0, 10, 3, 5, 3, 2, 1, 140, 150, 156 
, 163, 134, 133, 179, 167 

6015 DATA 0,0,169,199,141,0,210,169,20 
1, 141,1,210, 169, 5. 141, 114, 4, 96, 0, 0 
6020 DATA 1, 1, 2, 3, 3, 2, 1, 1,2, 1, 1, 1, 1, 1, 
1 , 2 , -1 

6499 REM DEFFERRED VBLANK 

6500 DATA 169, 0, 133, 59, 165, 205, 203, 3, 7 
6, 93, 223, 165, 25, 201,32, 208, 47, 165, 27, 2 
40, 43, 165, 24, 56, 229 

6505 DATA 21,170,236,3,4,176, 32, 189,41 
,4, 141, 14, 4, 141,16,4, 189,57, 4, 141, 15,4 
, 141, 17, 4 

6510 DATA 169, 0, 133, 22, 133, 27, 189, 25, 

, 133, 26, 32, 97, 4, 165, 22, 208, 84, 165, 25, 
01,44,176,78,201 
6515 DATA 32,144,74,24,105,224,74,170, 
189, 73, 4, 133, 208, 134, 0, 165, 24, 24, 105, 1 
92, 74, 74, 74, 168, 177 

6520 DATA 208, 240, 49, 133, 22, 169, 0, 145, 
208, 165,27,73, 1, 133,27,173, 10, 210,41,7 
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, 170, 189, 87, 4, 141 

6525 DftTO 0,210,169,167,141,1,210,169, 
5, 141, 114, 4, 206, 24, 4, 166, 0, 189, 81,4, 24 
, 109, 23, 4, 141 

6530 DPiTfi 23, 4, 165, 24, 56, 233, 3, 133, 60, 
76, 98, 228, -1 

6999 REM IMITIPiLIZIMG ROUTINE 

7000 DATA 104, 169,0, 141, 14, 212, 104, 141 
, 1, 2, 104, 141,0, 2, 104, 141,35, 2, 104, 141, 
34, 2, 104, 141,37 

7005 DATA 2, 104, 141,36, 2, 104, 141,96, 4, 
104, 141,95, 4, 169, 192, 141, 14, 212, 133, 20 
5, 108, 95, 4, -1 

7499 REM DLIST INTERRUPT 

7500 DATA 72, 152,72, 164,59, 192, 7, 208,4 
, 160, 0, 132, 59, 185, 224, 6, 141,10, 212, 141 
, 24,208,200,132,59 

7505 DATA 104,168,104,64,-1 

7999 REM TABLES 

8000 DATA 252,250,248,246,244,242,244, 
0, 0, 0, 0, 243, 227, 239, 242, 229, 218, 16, 16, 
16, 16, 0, 98, 90, 16, 0, 183, 154, 16, 17 
8005 DATA -1 
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SHOOTOUT 

(16K CASSETTE, 24K DISK) 


You and your opponent are neighbours. However, 
because of a feud between your families which started 
longer ago than anyone can remember, you are taking 
turns at shooting one another over the hill that separates 
your properties. 

After running the program, the landscape is drawn up, 
the wind speed is shown, and the question 'angle?' will 
be printed at the bottom of the screen. The first player 
must then type in the angle he wishes to shoot at (from 0 
to 90). 

When the question 'bags?' is printed, the first player 
must type in the number of bags of gunpowder behind 
the shot (usually from 0 to 20). After this the cannonball 
will be shown shooting across the screen. 

Then the second player has a turn. This is repeated 
until someone hits their opponent. The score for both 
players will then be shown and another landscape will 
be drawn. 
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5 REM SHOOTOUT 

10 REM wr i tten by =+=••+"+= 

15 REM G. Ryan- *=><■=+■ 

20 GOTO 4900 

30 T=M15f->=-P;GOSUB 2500 

40 SOUND N, M, M7 N: Y1--N1 5 TRfiP 40:GOSIJB 5 
00 

50 E=VPIL C C3i > : Y1 =N2: GOSUB 500:1F LEM C 
)>4 THEN IF C^C1,5)-"ftB0RT" THEN 5100 
60 IM==VAL(:C1i:> /N2! R^CE-SO) ‘+^P/57- 2958: XI 
I N=+=S IM <; R) ! YI I N*^COS C R ) : GOSUB 300 
70 X=X C CP+Nl ) /N2) : Y=H(:X(: (;P-+N1 > /M2) )+N2 

30 XT=X:YT=Y 

90 IF Y<M THEN 200 

100 IF X<N OR X>159 THEM 200 

110 SOUND N, F* <: F> M > , N107 N2 s F«F-Y I: IF Y 

>95 THEN 130 

120 COLOR N2 5PLOT X7 96-Y:C0L0R Ns PLOT 
XT, 96~YT s XT==X : YT=Y 

130 XI-XH-CWN-XI YI=YI-G: X~X+XI: Y= 

Y+YI 

140 IF X<M OR X>159 THEN 200 
150 IF Y>H(X> THEN 90 

160 x=x+xi=+=(:h(:x) -y> /yi 

170 X= I NT' C X > = IF X > 159 THEN X = 159 
130 Y=H(:X>:GOTO '200 

200 COLOR MS PLOT XT,96-YT:IF INTCXCCMl 
- P ) / N2 > /N2 ) <> I NT t: X / N2 > THEN 30 
210 see P+N1 > /N2 ) =S ( C P-i-N 1 > /N2) +N 1 : COLOR 
N2 

2'20 FOR Z=-M6 TO N6 STEP N2sPLDT X, 95- 
YsDRAWTO X-t-Z, 90-Y5MEXT Z 
230 FOR Z==-i5 TO N STEP -0.6: FOR ft=N TO 
2:SOUND A,RMD C0> + 50+100, S, Z s NEXT A s SE 
TCOLOR 4, 3, Z-CZ) 13)+RNDt;N)+2: NEXT Z 
240 POKE 712,NS FOR A=N TO N2sSOUND A, N 
,N, MS NEXT A 

250 FOR A=N TO 1000s NEXT As GOTO 5100 
300 FOR A=15 TO N STEP -N2sS0UND M,RMD 
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(:N)*:50+120, S, Pi:lMEXT Pi:F==150 
310 RETURN 

500 POKE 764, 255;POKE 752, M:POKE B57,X 
PC <: P+Ml ) /N2> : POKE B5B, Y1 ;C$=" " 

510 INPUT C$:POKE 657,XP C C P+Nl)/N2):PO 
KE 752, Nil : POKE B5G, Y1: ? " : " 

520 RETURN 

2000 POKE G5S,N;P0KE B57,XP:P0KE 656, Y 
P 

2010 RETURN 

2500 COLOR N2:PLOT X C M), 96- HC X CN> >;DRft 
WTO XCM), 95-H(:XCN> ) 

2510 PLOT X C N1) , 9B-H C X C M1 > ) : DRPlWTO X C N 


1), 95--HCXCNl> ) 

2520 RETURN 

4900 RESTORE 4900:DATPi 0,1,2,3,6,10 
4910 READ M, Nl, M2, N3, MB, N10 


5000 DIM HC 159> , XCNl ), SCMl ) , C^Cl 1 ) , CLf> 
CN1>,XPCNl> 

5010 Xi;N>=^9! XCNl >=^150:Si:N)=N;SCl >=N:CL 
$=CHR$C125) ;XP<;N)=7:XPCN1 >=2S;POKE S2, 
N2:P0KE 83,39 

5020 GRAPHICS 23: DL=PEEK C560)+25B=+^PEEK 
C 5G1 ) +M2: H= I NT C DL/25G> : L=DL-H^^:25G: POKE 
559,N:POKE 560,L:POKE 561, H 
5030 FOR A=DL+75 TO DL+105:IF PEEKCA)< 


>65 the:n next a 

5040 POP :A=A-5:P0KE A, SB:POKE A+Ni,PE 
EK C 660>;POKE A+M2,PEEK C661):POKE A+3, N 
2:SETCOLOR N2,N,N 

5050 POKE A+4,N2SPOKE A+5,N2:P0KE A+NG 

,65SPOKE A+7,LSPOKE A+S,H 

5060 POKE 559,34SPOKE 659,Ns POKE 703,4 


;p==Ml 

5070 SETCOLOR N, 15, NGs SETCOLOR M1,N3, 1 
2;SETCOLOR N2, 15, N 

5100 POKE 752,Nl s ? #MB ? CL* s ? CL* ? s POKE 
657, M3 s ? S C N > ; s POKE 657, N 10 s ? •• SHOOTO 


UT by G. Ryari";;POKE 657,36 

5110 ? SCNDsRAD s MH==RMD CN) =+=75+5s LE=IN 


27 




LH W 


j 

c: 

L. 

--- 

--- 

--- 

:i] q 

GAMES FOR YOUR ATARI 600XL ^ 

-- 

-- 

— 

-- 

--- 

--- 

:h 

. 








; 






T <; RND <; M) :+=25 > +S: RE== IMT C RND C N ) ^+=25 > +8 
5120 nW= i 0*= RMD C N) H-G: XH=S5h=RND C N > +38 s WN 
;l B+RND <: N ) “8 5 G=0. 1 s XPl=3. 0E-03 
5130 Pl=XH/MWs 1 /NW: OLE/MH: D=^RE/MHs CO 
LOR N1 

5140 FOR I-N TO 159:J=ft-I+BsTF J+-J<-2 
93 THEN 17. 1172427 

5150 Y==MH+EXP C -Jh-:J ) ; H==LE+Y- Y+C: IF I > XH 
THEN H=RE+Y--Y+D 
5160 H=-4"l+I NT <: RND CM) +2. 5) 

5180 PLOT 1, 95: DRftWT’0 1,95- H: H C I) =+1: ME 
XT l:? CL^; 

5190 XP--=^=N2 : YP=N1 :GOSUB 2000: ? " An^ I e: " 
;:POKE 657,23:? "Rr,g|e:" 

5200 XP=N3: Yf^=N2:GDSUB 2000:"Bass:"? 
:POKE 657,24;? "Ba9s:" 

5210 Z==INT<:4+ABS<:WN)+0. 5> : XF^=17: YP==N : G 

OSUB 2000:IF WN>N THEM ? "- "5Z5"—>" 

:G0T0 5230 

220 ? "<—‘ z;"-" 

230 XP=^-=4: YP=N:GOSUB 2000:? "PLR <1> " 

•s<;n) ; 

5240 POKE 657,28:? <‘PLR <2> ";S(:N1):P0 
KE 752,N:GOTO 30 
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TOWER OF FLAMES 


TOWER OF 
FLAMES 

(16K CASSETTE, 24K DISK) 

The skyscraper is ablaze and, in a frenzied, panic- 
stricken attempt to survive, its occupants are throwing 
themselves off the top of the building. As chief fire¬ 
fighter, you have been put in charge of saving them 
before they meet an untimely end on the hard pavement 
below. You must catch every falling individual in your 
net — a miss means certain death for a fellow human 
being, and three misses means you're out of a job. 

POKE in the machine language and the computer will 
print up the title screen. Press SELECT to choose the 
stage you wish to start on, and press START to begin the 
game. Use a joystick in port 1 to move your net up, down, 
left and right. 

Each man rescued gains you 10 points, multiplied by 
the stage you are on. After three misses the program 
returns to the title screen, displaying the high score. 
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IB REM +-i-^TOWE;R OF" FLAMES 
2!B REiM Wr by C. McCorin^?! I j ISSU 

i 00 MY PME)FiEiE=0! PPOS-2;:0e;: Phi ITE-207: DEDF 
L,AG===20S 5 VFLAG==209 

210 TOP=PEEK C "740 > : PMBOSE== C TOP-S) =+=256: C 

F^BASE== <; T0P--12 ) =+=25S: START== < TOP-- 1 0 > +=25G 

310 I VBLANK==8TART s USER=START-+-530 

3B0 POKE IBS. TOP: GRAPH ICS 0:POKE 5.06, T 

OP-3nGRAPHICS 0 

410 POKE lOEK TOP-5 s GRAPH ICS 

430 POSITION 2,2:? #6-"TOWER OF FLAMES 

it 

450 POSITION 4,4;? #6?"Please wait" 

4G0 GOTO S10 
500 REM ML DATA 

510 DATA 1G5, 209, 240, 3, 76, 95, 22S, 173, 4 
9, 6, 74, /4, 74, 74, 141,90, 6, 1 /•-.■*, 49, 6, 41, 5. 

5, 24, 109, 49, & 

51 1 DATA 141,49, B, 201,16, 144, 9, 41, 15, 1 
41,49, 6, 238, 80, 6, 162, 3, 199, 50, 6, 240, 56 
, 189, 62, 6, 221 

512 DATA 5S, 6, 176, 17, 169, 0, 157, 50, 6, 16 
3, 1, 157, 54, 6, 169, 2, 157, 70, 6, 208, 71, 199 
, t,.2, fc,, 5>G, 23*7 

•51 DAT A 90, B, 157, b2, 6, 222, 74, B, 203, 56 
, 169, 4, 157, 74, 6, 189, 70, 6, 73, 1, 157, 70, 6 
,24,144,40 

514 DATA 199, 54, 6, 240, 53, 165, 206, 56, 23 
3, S, 221,62, 6, 176, 107, 24, 105, 16, 221,62, 

6, 144, 99, 165, 207, 221 

515 DATA 66, 6, 176, 92, 24, 105, 4, 221,66, 6 
, li*.4, 94, r/EK 6, 24, 144, 103, 24, 144, 149, 16 
9, 0, 157, 54, 6, 189 

516 DATA 66, B, 169, 15, 209, 2, 240, 99, 141, 
91, B, 133, 24, 101,0, 24, 105, 4, 1.33, 205, 163 
,0,133,204,145,204 

517 DATA 136, 206, 81,6, 209, 249, 173, 94, 6 

, 16,0, 9, 24, 11 E59, 201,26, 144, 14, 5b, 17E>, 

2, 16, 199, 233, 10, 145 

51E) DATA Sa, 169, 1, 136, 20S, 235, 145, 89, 2 
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0Gv 82, 6, 20S, 7Q, 230, 209, 7G, 95, 228, 189, G 
S, G, 201, 220, 144, 9, 1G9 

519 DPtTPi 1, 133, 209, 133, 208, 7G, 95, 228, 2 

4, 109, 80, S, 157, 60, 6, 24, 144, 47, 206, 85, 6 
, 208, 42, 173, S3, 6 

520 DRTPI 141, 85, 6, 169, 1, 157, 50, 6, 169, 0 
, 157, 54, G, 173, 10, 210, 41, 127, 24, 105, 50, 
157, 58, B, 169, 63 

521 DPTPI 157, GG, 6, 169, 220, 157, 62, 6, 169 
, 0, 157, 70, 6, 202, 16, 157, 173, 0, 211,106, 1 
76, 4, 198, 207, 198, 207 

522 DfiTfi 106, 176, 4, 230, 207, 230, 207, 166 
, 207, 224, 20G, 144, 4, 160, 206, 132, 207, 224 
, 158, 176, 4, 160, 158, 132, 207, 106 

523 D(hTPi 176, 20, 174, SB, 6, 198, 206, 202, 2 
as, 251, 165, 206,201,48, 176,27,163,48, 13 
3, 206,208,21, 106,176,IS, 174 

524 DPiTA 86,6,230,206,202, 208,251,165, 
206, 201,210, 144, 4, 169, 210, 133, 206, 165, 
206, 141, 4, 208, 24, 105, 2, 141 

525 DATA 5, 208, 24, 105, 2, 141,6, 208, 24, 1 
05, 2, 141,7, 208, 165, 0, 24, 105, 7, 133, 205, 
169, 0, 133, 204, 162 

526 DATA 3, 189, 50, 6, 24, 125, 54, B, 240, 41 
, 138, 72, ISS, 66, 6, 189, 70, 6, 10, 10, 10, 10, 
24, 105, 15, 170 

527 DATA IBS, 16, 141,81,6, 189, 0, 6, 145, 2 
04, 136, 202, 206, 81,6, 208, 244, 104, 170, 18 
9, 62, 6, 157, 0, 208, 198 

528 DATA 205,202,16,201,169,0,164,207, 
136, 136,145, 204,200, 145,204,200, 169,25 

5, 145, 204, 200, 145, 204, 200, 169, 0 

529 DATA 145,204,200,145,204,206,92, 6, 
208, 23, 173, 93, 6, 141,92, 6, 172, 10, 210, 17 
7, 88,201, 130, 240,4,201 

530 DATA 131, 208,4,73, 1, 145,SS,76,95,2 
28, 169,0, 133,209,104, 165,209,240,252,9 

6 , —1 

600 REM CHSET DATA 
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610 DATCh 255, 129, 129, 129, 129, 129, 129, 2 
55 

620 DATA BA, 98, 2A3, 247, 247,255, 127, 126 

630 DATA 0,32,114,119,113,127,127,62 

640 DATA “1 

700 REM PAGE 6 DATA 

710 DATA 0, 0, 0, 24, 24, 24, 24, 8, 3, 56, 3, 24 
, 56, 40, 40, 64 

720 DATA 0, 0, 0, 24, 24, 24, 24, S, E), 24, 24, 2 
4, 24, S, S, 24 

730 DATA 0, 0, 0, 24, 153, 153, 30, 66, 60, 60, 
24, £0, 36, 36, 36, 36 
300 REM *=+'READ IM ML 
310 TRAP 2030 

2010 FOR K=START TO START+9933:READ A: 
POKE K,A:NEXT K 

2020 REM +^H-=READ IM CHARACTER BET 
2030 POP STRAP 3030 

2040 FOR T:^0 TO 511 s POKE CHBASE+T, PEEK 
i:57344+T) sNEXT T 

3010 FOR K=-CHBA3E+-8 TO CHBASE+-9333: REA 

D AsPOKE K, AsMEXT K 

3020 REM *^m-^READ IM PAGE 6 DATA 

3030 F'OKE 623, 17:f^0KE 756, CHBASE/256s P 

OP STRAP 4030 

4010 FOR K=l536 TO i733:F^EAD AsPOKE K, 
AsNfEXT K 
4030 POP 
45:!.0 LEVEL =1 

4710 POKE 54279, T0P--8SPOKE 53277, 3: POK 
E 559,62 5 POKE MYPMBASE,TOP-3 s HS=0 s SC=0 

5020 POKE 708,B5F^OKE 709, 72s POKE 710,5 

2:POKE 711,73 

5050 ? #G;CHR?>(:i25> 

5060 POSITION 0, ©S';’ #6; "score" 5SC 
5070 POSITION 0,1:? #6?"hi^}^^ score ";H 
S 

5030 POS ITI DM 13,05? #6 5 "! eve !" ; LEVEL ? 
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5110 POSITION 0,3:? #G;"press start/se 
i act" 

5510 K=PEEKf;53279> : T==?='EEK (53264) 

5600 IF K==G OR T==0 THEN 6110 

5700 IF K=5 THEM LEVEL=LEVELhm:lEVEL <9> 

+ 1 a POSITION IS, 0: #6; LEVEL ? " " 

5710 IF PEEKC53279>==^K THEN 5710 

5S00 GOTO 5510 

6000 REM *:+:STPiRT GftME 

6110 POKE VFLflG, 1: F>OKE 54266,0 

6140 HI NT(IVBLHNK/256)a POKE 547,HI a P 

OKE 546, IVBLANK-HI=-i=256 

6180 POKE 542S6,64 

7010 STPiGE=i.EVEL a SC===^0: MEN=3 : POSIT' I ON 5 
,0a? #6?"00000" 

7610 POS; IT' I ON 0,1:? #6 ? " 

<1 

7710 POSITION 0,3:? #6; “ 

tl 

7740 POSITION 13,0:? «G;"I eft:"5 MEN 
S000 REM +:*SET DIFFICULTIES 
8110 K=-STPiGE: IF K> 10 THEN K=10 
8120 POKE 1620, K:K==100 --STFiGEh=2: IF K<;50 
THEN K=-50 

8130 POKE 1619, K: K> 14H STfiGE+2 
S140 POKE 1584, KaN=K/4: IF N> 10 THEN N=^ 
10 

8150 POKE 1622,N 

3210 POKE 1618, G+-STPlGE+’2 

3310 POKE 1623,l:POKE 1629,1 

3500 REM *^^^SETUP SCREEN 

3510 COLOR 33: FOR T==^2 TO 10: PLOT 0, T;D 

RAWTO 19,T:NEXT T 

3530 COLOR 95:PLOT 0, 11 aDRAWTO 19,11 
36X0 COLOR 162:F0R T==0 TO 30a X=-^RND (0> * 
1S a Y=RMD ( 0) •+^S+2: PLOT X, Ya NEXT T 
8320 POSITION 6,Sa? #6;"STAGE "a STAGE 
3940 SOUND 0, 100, 10, 10 aFOR T=0 TO 70 aN 
EXT Ta SOUND 0, 200, 10, 10: P'OR T^^^O TO 70: 
NEXT T 
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8960 SOUND 0,150,10,10 

9000 REM +^^=se;t ml VORIRBLES 

9010 FOR T=^0 TO IsPOKFI PMBRSE+TBS+PEEK 

t;PHITE> + T, 0:NEXT T 

9030 POKE PHIIE,200;POKE PROS,100 

9110 F'OR T=:0 TO 3:F~0R K=!0 TO 15: POKE P 

MBPiSE+-1024+-T=+:25G+ PEEK ( 1S02+ T') - 15+-K, 0: N 

EXT K:NEXT T 

9210 FOR T=:15SG TO 1G03;F'OKE T, 0;MEXT 
T 

9260 FOR T==1B10 TO 1613: FWE T, UNEXT 
T 

9500 REM >t-^>i.SET BRSIC VFiRIRBLE;B(FUEL. . ) 

9700 COLOR 335 PLOT 6, 5:DRRWT0 13,5 
9710 REM +:*7ER0 PLRYER 
9750 SOUND 0, 0, 0, 0 
10000 REM =t=>t-:HERE WE 00 
10010 POKE 704, 16=+= 1 NT C 1 6 h-RND C 0 > > +• 14 
10020 POKE 705, 16+^ I NT C1 G*RND C 0) ) +■ 14 
10030 POKE 706, 1 :C NT C 16:+=RND C 0 ) ) +14 
10035 POKE 707, 16^^ i NT C 16*RND <. 0) ) +14 
10040 POKE DEDFLftG, Osf-I-USRCUSER) sSOUND 
0, 0, 0, 0; SOUND 1, 0, 0, 0 
11010 IF PEEKCDEDFLFlG) THEN 15010 
12000 REM h.:m-:EMD of STPiGE 
12010 K=0 

12110 SC=SC-I-K5 POSITION 5,0:? #G;SC 

12210 STRDE==STRGE+1 

12310 GOTO 8110 

15000 REM =t=+^PLftYER DIED 

15010 MEN^-MEM-l 

16000 REM =^^>^^XPLOSION 

16010 FOR K==^0 TO 4: IF PEEK! IBOO+K) <220 
THEN NEXT K 
16020 POP 

16030 FOR T"0 TO 15;f-0R G-15 TO T STEP 
~1 

16035 SOUND 0, T=»^iG+G, 10, 10 

16040 X=^PMBRSE+1024+256+1<+-205+G: F^OKE X 
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, PEEK i: X- 1) 5 NEXT G: NEXT T 

17000 REM h-=4T)ISPL>W NUMBEF^ OF MEN LEFT 


17 ;i, 10 POSIT' 1 ON 13,0:? #G: " LEFT: " ; MEi' 

17210 SOUND 0,0, 0,0 

18000 IF f1EM>0 THEN 9010 

19000 REM ^1-^m-^GP^ME OVER 

19010 POSITION 5,6:? #G;'*«airte over": 

R K=U TO 150:NEXT K 

19020 COLOR 33: PLOT 5, 6:DRP:iWT0 13,6 
19030 SCRN=PEEKCSS) +25G=+^':*EEKCS9> +5:f 
C PEEK C SCRM ) - 16 > 1000+ C PEEK C EICRN-+-1 ) - : 
+ 100+ C PEEK C SCRN+2)-1B)+10 
19040 SC“=CSC+t: PEEKCSCRN+3)--16) > + 10 
19050 IF sons THEM HS==SC 
19060 GOTO 5070 














GAMES FOR YOUR ATARI 600XL 


ASTEROID 

STORM 

(16K CASSETTE, 16K DISK) 


On your way to Alpha Centauri, you have been trapped 
in an asteroid storm. You must navigate your way through 
these huge moving rocks to the other side of the storm 
without being hit. 

POKE in the machine language, and the computer will 
then display the title screen. Press START to begin the 
game. Use a joystick in port 1 to move left and right. Press 
the fire button to go forward faster. 

Hitting pods situated among the rocks will give you 
bonus points. Points are also awarded if you make it to the 
other side. Every 10,000 points, an extra ship is awarded. 
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10 REM +^=+^+PiSTE:ROID ST0RM+^-4=^+^ 

20 REM CLIFF" MCCOMNELLh-^^h 

50 REM +^+:VPiRIPBLES 

60 M0=^0: N 1 = 1 3 M2-2 s N3=3: MG=G: DIM H C N3 > , 
I C M3) : I CM0 :> M3:1 CMl ) ==MB4 M6 s I C N2) =48 s I C 
M3)=132 

B5 FOR G=M0 TO M3sHCG)=N0sMEXT G 
70 DELfiY=14552 r WPiIT=14553 s VFLPG= 14554: 
DFLftG=14555: F!FLftG= 1455G; BFLF!0= 14557: DL 

1 = 14376: USEf?= 14399: STPRT=14080 

80 M= 1433S: BFlSE=203: PPQS=205: PH I TE=20G 

2 SDELftY=20S:SWPIT=209!HFLPG=14558 
100 REM =+::+«ETUP GRPPHICS 

110 POKE VFLFiG, N1 = POKE 106, 53: GF-lfiPHICS 
IS s POKE BflSE> Nl,M/25G+M2*M2 s POKE BPSE 
,N0;POKE 523,1G 5 HS=N0 

115 PDSITIDM N3,N3 5 ? #M6 ?"ftSTEROID STO 
RM":POSITION N3+M1,N6:? #MB 5"PLEfiSE W 
PIT"SPOKE 53774,N0 

120 DL I ST=PE:EK C 5G0 ) +25G=+-.PEEK C 5G1 ) : POKE 
DLIST+-N3, PEEK<:DLIST+M3) +128 
130 FOR K=N6 TO IBs POKE DLIST>-K, PEEKCD 
LIST+K ) +128 s ME X T’ K 

140 POKE SWPIT,NEsPOKE 53277,N3:POKE 5 
59,62:POKE 54279,56:POKE PHITE,240:PDK 
E PPOS, 100 

145 FOR G=N0 TO 255:POKE M+7GB+G,M0:PO 
KE hU-1280+0, M0: POKE M+153G+G, M0: POKE M 
+■ 1792+G, N0: MEX T G 

150 F'OR K=N1 TO 12: RESTORE sFOR L-Ml T 
0 14: f?EPD P: POKE M+1297+L..+K+1G, P: POKE 
M+1553+L+K+1G, P 
160 NEXT LsNEXT K 

180 POKE 705, N0: POKE 7'0G, N1 : POKE 704,1 
16:POKE 707,116 
200 REM +W-PSTERCIDB 

210 DPTP 0, 28, 22, 50, 98, 195, 129, 193, G7, 

70, 1007 36,G0,0 

300 REM ++PLRYERS SHIP 

310 DPTP 8,28,28,62,62,62,127,0,0,0,0, 
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01 0, 0, 0, 0 

320 FOR K=N0 TO 15sREFlD PcF^’OKE i4536+K 
,fl:MEXT K 

500 REM +:^+:POKE IM MftCHIME LFiNGUPiGE 
550 N=N0sRESTORE 32000 

560 REPlD PiSiF fi<>-N!l THEN POKE BTRRT-+-M 

, fi:N=N'+Nl :GOTO 560 

600 REM •'»-+^SETUP .IMTERUPTS 

620 A=USR <; STHRT ) : Pi== I NT ( DL. I /25B > : POKE 5 

13, PH POKE 512, DLI-25G:i<fl: POKE 542S6, 192 

630 FOR G^-^NO TO 13: POKE 705, G+240 s POKE 
706,0:FOR K=N0 TO 15:NEXT K:NEXT G 
650 ? #N6 ;CHRsh; 125.'> ?; POSITION Ml, NS:? 
#N6?" PLEASE PRESS START": IF SONS THEN 
HS=-"SC 

£60 POSITION N1,M0:? #NG""B.::ore "5SC:P 
OSITIOM Nl,Nl:? #NG;"high score ":HS:N 
£=■• 1 

670 IF PEEK(53273) OM6 THEN 670 
630 ? #NG;CHR$ C125>:SC-M0:STAGE=N1:POS 
ITI ON N1, N0: ? #6 5 " s c o r e " ; SC: L.=N3: GOSU 
B 12010 

700 REM ^^^t^SET ASTEROID SPEEDS 

710 POKE WAIT, M2 .-POKE DELAY, Ml : POKE VF 

L AG, M1 : POS ITI ON N6, NG: ? #NG ”, " STAGE " ? S 

TAGE;:POKE HFLAG,M0:BS=Ni 

715 RESTORE 13030:GOSUB 13010 

717 GOSUB 10010 

720 FOR K=:N0 TO 11 

730 X1 == I NT ( RND ( M0) =+=ST AGE=i=4 ) +1 NT ( RND ( N0 
>+0. SI^IES+Nl ;X2=INT(:RNDt:M0)=t:STAGE=+Y^.)-^■ 
INTCRND^;NO> +0. 5> H<l2S4Ni 

740 POKE 144G4+K,Xl:POKE 14500+K,X2:NE 
XT K 

750 POKE VFLAG,M0;POKE PHITE, 240 
1000 REM *:+=GAME STARTS 
1010 POKE SDELAY,G0:POKE AFLAG,N0 
1030 POSITION MG,NG:? #MG;" 
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imm POKE 5327S, N0S POKE DFLPiO, N0: POKE 
ftFLAG, M0 5 POKE VFl.AG, N0 

1100 a=USR t; USER > : DM PEEK C BEL AD > tiOTO i 

510, 1410, 1220 

1200 REM •+-:i:MADE IT' 

1220 GD3UB 11010 
1250 STAGE=^STABE+Nil :GOTO 710 
1400 REM BONLiS POD 

1410 N=N0 

1420 IF PEEK(:5325G+N)/N2 <> TNiT(:PEEK'-532 

5e+iNi;i/M2) THEM 1450 

1430 N-=^M+N1: IF M<N2+M2 THEM 1420 

1440 POKE DELAY, MU NI !! GOTO 1040 

1450 H= t; PEEK <: PROS ) -40 > / S s I = C PEEK C PH ITE 

)-52 )/IB 

1455 K= 100=+= I NT t; 2-;-BS+-0. 5) : POSITI ON H, I s 
? #M6 *, K s SC===SC+K: BS===BS-i-N 1 
1460 FOR K==1200 TO N0 STEP -20:SOUND N 
0, K, 10, M2+M2SNEXT K 

1470 FOR K==M0 TO M3 = G==M+-7BS-i-H(:M)+K: POK 
E G, PEEK <; G;> -1 CM): NEXT K 
14S0 POSITION H, l:? #N6;'' POSIT 

ION 7,N0:? #Ne;SC 

1490 SOUND Ml,M0,N0,N0:GOSUB 3000 

1495 GOTO 1440 

1500 REM =i==+=HIT ASTEROID 

1510 L==L-Ni :GOSUB 2010: IF LON0 THEN 1 

520 

1515 POKE 5327S, N0: POSITION N2+-N3,NG:? 

#N6;‘'GAME OVER":FOR G=N0 TO 150:NEXT 
GsGOTO 650 
1520 N==-PEEKCPHITE) 

1530 POKE SDELAY,N0:POKE DELAY,N0:POKE 
PHITE, 35+ lS=+=L; POKE PROS, 51 : POKE HFLAG 
, Ml : POKE VFLAQ, N0: G===PEEKC20) 

1550 IF PEEKC20)==G THEIN 1550 
1560 POKE VFLAG,N1:GOSUB 12010:POKE DF 
LAG, Ml : POKE HFLAG, M0: POKE VFLAG, M0 
1570 POKE SDELAY,M0SPOKE DELAY,NO:IF P 
EEKCPHITE)<M THEN 1570 
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1580 GDSUB 11010 

1530 POKE AFLPIG, N0 5GOTD 700 

2000 REM H-^^EXPLOSIOM 

2010 POKE AFLAGvMl:POKE VFLAG, N0sPOKE 
HFLftG,Mls POKE SDELAY,M0:POKE DELAY,M0 
2020 FOR G--^^15 TO 3 STEP -Ml:FOR K«N1 T 
0 Q: SOUND N0, 255-(: CG-S)+=.32>-K, 10, 10 
2030 POKE 14S3G+K-M1,PEEK C1A53G+K>:NEX 
T KsMEXT GSPOKE VFLAG, N1 s POKE PHITE, PE 
EK(;P^HITE>-MG-N2 

2040 DATA 0, 73, 73, 42, 42, 23, 23, 113, 119, 
23, 23, 42, 42, 7-.!;*, 7*3, 0 

2050 RESTORE 2040:FOR G=M0 TO 15:READ 
A: POKE 1453BH-G, AsNEXT G: POKE VFLAG, N0s 
G-PEEK(;20:) 

20G0 IF G=PEEK(:20:) THEN 20B0 

2070 POKE VFLAG,Ml:FOR 0=200 TO N0 STE 

P -10:SaUND N0, G, 10, 10SNEXT G 

2080 RESTORE 310:FOR G=M0 TO 15:READ A 

:POK£ 1453S+G,A:MEXT G 

2030 RETURN 

3000 REM *>^=EXTRA 

3010 POKE VFLAG, Nils IF SC<NEm10000 THEN 
3050 

3020 NE=NE+l:lF L>10 THEN 3050 

3030 FOR G=N1 TO M3+NinSOUND M0,25,10, 

12: FOR P^=Ni TO 10: NEXT K:SOUND M0, N0, N 

0, N0SFOR K=N1 TO 40: NEXT K’-MEXT G 

3040 L=L-!-l :G0SUB 12010 

3050 POKE VFLAG, M0 s RETURN 

10000 REM *+:PUT BONUS PODS ON SCREEN 

10010 FOR G=M0 TO N3 3FOR K=:=N0 TO N3:PD 

KE M+76S+H<:G)+K, N0:NEXT K:MEXT G 

10030 FOR G=M0 TO M3: Hi:G> = INT CRMD i:0> =+=l 

55 > +45: H= I NT C RND C 0 ) 151) +45 

10040 FDR K=M0 TO NG: M=M+7G8+Ht:G)+K: PO 

KE N, PEEK i:N) + I i:G) : NEXT K 

10050 POKE 53252+G, H:NEXT G 

10060 RETURN 

11010 POKE DFLAG,N1:POKE AFLAC,N1:POKE 

40 
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VFLPiGv M0 

11020 IF PEEKt.PHITE) > 239 THEM 11.050 
11030 SC=SC+10 m-=BTPiGEs POSITION 7, M0:? # 
MG ? SC;:GDSUB 3000 

11040 SOUND N0, 50, 10, 10 s FOR TO M2 

+-N3SNEXT KsSOUNfD N0, N0, N0, M0 : POKE DELO 
Y, N0:GOTO 11020 
11050 POKE DFLftG,NO s RETURN 
12000 REM +>f^DISPLaY SHIPS 
12010 FOR G--=^N1 TO L-N1:REST0RE 3105FOR 
K=N0 TO ISsf^EftD PtSPOKE MH-1792+204K+1B 
4=G, ftsMEXT KsMEXT G 

12020 FOR K=--=M0 TO 155 POKE M+1792+20+-K+ 

1G4=L, N0 5NEXT K 

12030 POKE 53251,515 RETURN 

13000 REM 4:*TUNE 

13010 REPID ft, BsIF PlO-Nl THEN SOUND N0 
, PI, 10, 103FOR G=N1 TO B4^25:NEXT GsGOTO 
13010 

13020 SOUND N0,N0, N0,NOs RETURN 
13030 DATO 121,2, 0, . 1, 121, . 33, 10S, . 33, 
BG? ■ 31 T j::!? ““*1 7 — 1 

32000 DPlTft 16 2? 55 7 1G0, 1 1, 1G9, B, 32, 92, 2 
28, 104, 96, 173, 213, 56, 240, 3, 7B, 224, 55, 1 
73, 220, 5G, 208, G3, 162, 0 

32001 DATA 189,128,56, 133,62,189, 140, 5 
6, 133, 4, 189, 152, 56, 133, O, 32, 231,55, 165 
, 4, 157, 140, 56, 165, O, 157 

.32002 DATA 152, 56, 189, 164, 56, 133, 62, IS 
9, 176, 56, 133, 4, 189, 188, 56, 133, 0, 32-, 231 
, 55, 165,4,157, 176,56,165 

32003 DATA 0, 157,ISS,56,232,224, 12,200 
, 135, 173,222, 56, 208, IS, 173, 0, 211, 106, 1 
06, 106, 17e:^, 3, 76, 105, 55, 230 

32004 DATA 205,106,144,2,198,205,173,2 
19, 56, 240, 4, 230, 206, 208, 49, 173, IB, 208, 
208, 26, 206, 216,56,208,29, 173 

32005 DATA 217,56, 141,216, 56, 198,206, 1 
69, 1.32, 141, 1,210, 169, 150, 141,0, 210, 7S, 
158, 55, 169, 0, 141,1,210, 141 





006 DRTft 0,210,193,208,203, 

OS, IBS, 206, IBS, 205, 201,200, 144, 4 
, 169,200, 133,205,165,205,201, 45 
32007 DPiTP 176,4, 169, 45, 133,205, 165,2 
E, 201,40, 176, 4, 169, 40, 133, 206, 160, 0, 1 
2, 145, 203, 136, 208, 251, 164, 206 
3200S DPiTft 162,15,189,200,56,145,203, 
36, 202, 16, 247, 165, 205, 141,0, 208, 169, 0 
133, 207, 76, 95, 228, 165,62,41 

32009 DPiTPl 112, 74, 74, 74, 74, 133, 1, 165, B 
2, 41, 15, 240, 15, 24, 101,4, 133, 4, 201, 16, 1 
4 4-, 6, 41, 15, 1 O' *J:', 4- 

32010 DftTfi 230,1,165,62,41,128,203,14 


3, 0, 96, 165, 0, 24, 101 

32011 DftTfl 1,201,210, 144, 2, 169, 35, 133 
0, 96, 72, 138, 72, 1 66, 207, 139, 152, 56, 141 
1, 203, 139, 188,56,141,2 

32012 DRTP! 208, 230, 207, 104, 170, 104, 64 
104, 173, 12, 203, 240, 4, 169,1,208,29,173 
3, 208, 24, 109, 9, 203, 10 

32013 DPiTfl 208,109,11,208,41,1,240,4,1 


lb, 14 








BLOCKOUT 


I I L I I _1 I i _.. 1 1 I L M I M i 1 I 

BLOCKOUT 

(16K CASSETTE, 24K DISK) 


It is the year 2109 and the differences between nations 
are being fought out in gladiatorial-type games, instead 
of in war. You and your opponent control ‘death cars’ 
which leave a deadly electrified wall behind them as 
they go. You can only move forwards, so the safe space 
left in the arena gets smaller and smaller. Outsmart your 
opponent by blocking him in. 

After running the program, SELECT the number of 
games to be played before the winner can be chosen. 
Press OPTION for a one or two player game, and press 
START to begin. Use joysticks in port 1 and 2 to move left, 
right, up and down. 

_ n I I I I I—I 
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0 f^EM BL..OCKOUT 

2 F^EM wr i l-l;eTi by =+•+• 

5 REM Q}. Ryan, 1904 :+•>^= 

10 GOTO 550 

20 S=ST' ICK <: P) 5 B==Bh - 1; I F S O 15 THEN H C P > 
=HI t;S) ; V<P>=VI CS) 

30 X-• X «; P ) +H t; P ) : Y=Y C P > n-V t P > s L.OCPTE X, Y, 
C:COLOR F^+l:f'LOT X, Y: X C P) “X s YC P> =Y: P=P 
Lt;P>:IF NOT C THEM 20 

40 FOR Pi=15 TO N STEP -0.7: SOUND N, PEE 
K<;53770) , e, ft: NEXT fi:IF P=^:PL<:P) THEN B0 
50 PLt:P)=P:Bl-Ti:GOTO 20 
G0 B=B+ B^+=PL-B 1 : B= I NT C B/20 ) =+"20 s S C P > ==-S C P 
) +B : POKE 657,6s? "I bon us I •'; 

70 FOR P 1 =B TO N STEP -20 s POKE 656,3:P0 
KE 657, 12: ? ft; " ••; s POKE 65f^, N1 sPOKE 6 

57, 4+10=+=P:? S<:P)-ft 

80 SOUND M, S0, 10, 10SFOR X=M1 TO 10:MEX 
T XsSOUND N,N,N,NSFOR X=M1 TO SsNEXT X 
5 NEXT ft 

90 IF Si:N>>HB THEN hs==s<:n) 

100 IF SCNDIHS THfZN HS==S<:N1) 

110 FOR ft==Nl TO 300:MEXT fisGOTO 810 
500 POKE 82,N1sGRftPHICS 5s POKE 559,NsD 
==PEEK C 560) +256+= PEEK C 561) : POKE 659, N1 
510 FDR D==D+3S TO D+4SslF PE[:Kt;D)<>66 
THEN NEXT D 

520 POP SPOKE D,70S POKE 0+3,6=POKE D+4 
,6:POKE D+5,6 s POKE 559,34 
530 SETCOLOR 0, 7, 8 s SETCOLOR 1,12,10 
540 SETCOLOR 2, 3, G = SETCOLOR 3, l,esRETU 
RN 

550 DIM SCI), Xt;i), Y(:i),H(:i>,Va), RNCT) 

, PL C1 ) , HIC 15 >, VI C 15 ) : N==0: N1 -1: W=6 s GOSU 
B 500 

560 SCM)====NsSCM 1>==N:RF:ST0RE 570:FOR ft=M 
TO 7:REftD Ds fWCfl) ==Ds NEXT ft sCSL ==53279 
570 RESTORE 580:FOR ft=N TO 15:REftD X,Y 
SHI Cfi)==Xs VI Cfl)==YsMEXT ftsDftTft 5,10,15,2 
0, 25, 50, 100, 200 
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5S0 DATPl 0, 0, 0, 0» 0, 0, 0, 0, 07 0, 1,0, 17 07 1 

7 07 07 07 “1 7 07 ""1 7 07 —1 7 07 07 07 07 1 7 07 “1 7 07 0 

600 ? #6 7CHR*t:i25>i:C0L0R 2*. PLOT 07 0! DR 
flWTO 737 0!DRPlWTO 7S3, 39:DRRWTO 0, 39!DR(=! 
WTO 0, 0 

610 RESTORE 1000! Z==M: COLOR 2 
620 FOR ft=13 TO 21 

630 READ DilF SOMCD)<>-••• 1 THEN PLOT 14+ 
D7ft!REHD D!DRftWTD 15+D7FliGOTO 630 
640 IF D=-3 THE;N Z=Z + l!lF Z<3 THEN RES 
TORE 1010:NEXT FI 
650 NEXT F|!Z=0 

660 ? CHIRAC 125)!? "WRITTEN BY G. RYHN" 
670 ? " I PLEFiSE PRESS START I " : ? " | h i 

score!I";HS 

6S0 POKE 7097 Z:Z=Z+< Z <254)+2:SOUND 0, 2 

56- Z/37 107 3:SOUND 1, 255-Z/37 107 3: IF PE 

EK <; CSL >06 AND STR10 < M> THEN 680 

690 SOUND M7 N, N7 M:SOUND Ml, N 7 N, N: IF ST 

RIGt:N)==N OR PEEKCCSL .>=6 THEN 690 

700 GRAPHICS IS!POSITION 672 :? #W;"lbl 

oc kou 1 1 " : POSITI ON 1,5 

710 ? #W?"option ! 1 PLAYER"!POSITION 
17 7!? #W 7 "select ! 5 ROUNDS": FOR A=1 T 
O 40!NEXT A!D=N 

720 D=:D“N1:A=PEEK<:CSL)!D=D+(:A<>7)!IF D 
<1 THEN GOSUB 740!D==20 
730 GOTO 720 

740 IF A =6 OR STRIG(N>=M THEM RN=RN<RM 
)+l!GOSUB 500:GOTO 810 
750 IF R=5 THEN S00 
760 IF AO 3 THEN 720 

770 PL==PL=0! POSITION 107 5: IF PL=1 THEN 
? #W7"2 PLAYERS" :RETUF?M 
780 ? #W;"1 PLAYER ":RETURN 
300 RN=RM+1! RN~RN+t;RN<S) :POSITIOM 10,7 
! ? #W; RM < RN ) "7 " ROUNDS " : RETURN 
810 PL(:N)=--1 !PL(:i>=-N! IF PL=N THEM PL<N) 
=N 
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S50 POP S? #W;CHR$<: 125) ! COLOR 3: PLOT 0 
,0!DRttWTO 79, 0:DRPlWTO 79, 39:DROWTO 0,3 
9:DRfiWT0 0,0 

8E0 RN==RN-l:? CHR*a25>:? "PI s " ;SCO) ; : 
POKE 657, 115? " F>" ■ CHR^ CIS)? CHR$ C26 ) ? S C 
1):P=0:H=0 s B1=0:B=0 

S70 ? •• I ST: I " ; RN ? : POKE 657, 1.1 ? ? " i HI: I 
"; HS 

SS0 X C0)=9: X C1)=70: Y C0)=19 ? YC1) =19:HC0 

)=1sHCl)="lsVC0)=0:VC1)=0 

900 IF MOT RM THEN 930 

910 IF STRIGC0) THEN 910 

920 GOTO 20 

930 ? "I GAME OVER-hil; start I " 

940 IF PEEKC53279) 0 6 THEN 940 
950 GOTO 560 
1000 DATA 0, 5, “1 

1010 DATA 0,0,5,5,9,9,26,26,48,48,-3,0 
, 6, 9, 9, 12, 15, 20, 23, 26, 26, 29, 29, 32, 35, 3 
9, 39, 43, 43, 46, 50, -1 

1020 DATA 0, 0, 6, 6, 9, 9, 12, 12, 16, 16, 19, 1 
9, 26, 26, 28, 28, 32, 32, 36, 36, 39, 39, 43, 43, 
48, 48, -1 

1030 DATA 0, 0, 6, 6, 9, 9, 12, 12, 16, 16, 19, 1 
9, 26, 27, 32, 32, 36, 36, 39, 39, 43, 43, 40, 48, 
-1 

1040 DATA 0, 0, 6, 6, 9, 9, 12, 12, 16, 16, 19, 1 
9, 26, 26, 28, 28, 32, 32, 36, 36, 39, 39, 43, 43, 
48, 48, -1 

1050 DATA 0, 6, 9, 9, 12, 16, 19, 23,.26, 26, 29 
, 29, 32, 36, 39, 42, 40, 48, -1 
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SPACE 

ATTACK 

(16K CASSETTE, 24K DISK) 


You are the commander of a stationary space station, 
threatened by asteroids and hostile aliens moving in on 
you from four directions. You must destroy them before 
they collide with you. 

Push a joystick in port 1 in the direction you wish to fire. 

If your score is impressive, you can enter your name in 
the ‘Hall of Fame’. 

S REM SPACE ATTACK 

G REM *■*'■>*■ by G. Ryari 
10 GOTO 140 

19 REM MOVE ALIENS 

20 COLOR .32: PLOT Al, 12: PLOT A2, 12:A1===A 
1-Dl:A2=A2+D2:COLOR Cl:PLOT A1, 12:COLO 
R C2:PL0T A2 t 12: COLOR .32 

30 PLOT 20, A3: PLOT 20, A4 : A3=A3+ D3: A4==-A 
4-D4: COLOR 03: PLOT 20, A.3: COLOR C4:PL0T 
20, A4 

40 IF PEEKi;53770.> <DF THEN D1=SP1:D2=SP 
2:D3=SP3:D4=SP4:C1=CH:C2=C1:C3=C1:C4=C 
1 

50 GOTO USRi:iG29, KL AND Al>23 AND A2<1 
6.5 AND A3 <10. 5 AND .A4> 13) 

59 REM SHOOT LASERS 

G0 SOUND 0, .35, 10V S; COLOR 18: PLOT 24,12 
:Df?AWT0 Ai, 12:C1=.32:KL=KL--SGN(:D1 ) :D1==0 
:COLOR 32:PLOT 24,12:DRAWTO A1,12 
70 SOUND 0, 0,0,0:A1=S1:GOTO 20 
80 SOUND 0, .35, 10, 8:COLOR IS: PLOT 16,12 
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: DRPIWTD ft2, 12: C2=^^32: KL==Kl..--SGM C D2 > : D2=0 
:COLOR 32: PLOT 16, 12: DRPiWTO P.2, 12 
90 SOUND 0, 0, 0, 0:A2=-S2:GOTO 20 
100 SOUND 0, 35, 10, 8: COLOR 124: PLOT 20, 
i0:DRfiWTO 20, fl3sC3=32:KL=KL“SGNCDG!) : D3 
=^0: COLOR 32: PLOT 20, 10:DRftWTO 28,03 
110 SOUND 0, 0, 0, 0: 03==--53: GOTO 20 
120 SOUND 8, 35, 10, S: COLOR 124: PLOT 20, 
14« DROWTO 20, 04 5 C4=--32:KL=^4<L-SGNt:D4> s D4 
=0: COLOR 32: PLOT 28, 14: DRPiWTO 20,04 
130 SOUND 0, 0,0, 0;O4===S4! GOTO 20 

139 REM INITIPLIZE ROUTINE 

140 POKE 82,0:POKE 83,39;G0SUB 800:fiD= 
1570:RESTORE 1000:TRfiP 180 

150 FOR 00=1570 TO 1777:READ D:POKE OD 
,DnMEXT OD 

159 REM DOWNLOAD CHOROCTER-SET 

160 POP : CHSET= C PEEK C 1061 -12) =+-256: D=US 
R<: 1570, 57344, 5S3B7, CHSET> : RESTORE 2000 
:TROP 190 

169 REM POKE IN NEW CHOROCTERS 

170 READ D:F0R OD=CHSETtD TO CHSET+D-^-7 
:RE0D D:F>0KE OD, D:NEXT 0D:G0T0 170 
190 DIM NOME$ C120>,03(12),CH C 4 >,BL C 4), 
SP<;5> , STCS) , BKi:4) 

200 FOR 0=0 TO 12:HSt:O>=0:NEXT Pi:ST<0) 
=0:STt; 1 ) = 1 :ST(2)=1 sST *:30 =2: ST f:4> =3:ST(: 
5) =4 

210 CH C 0)=0:CH C1)=64:CH C 2)=96:CH C 3)=64 
: CHt;4) =64:BL C0> =32:BL.Cl ) =64:BLC2) = 112: 
BLC3)=9B:BLC4>=0 

220 N0ME$C1)=" ":MOMEiJi(120;)=" ";NOME*C 
2)=N0ME$ 

230 SPC0)=0. 5:SPC1)=0.5;SPC2>=0.6:SPC3 
>=0.G:SPC4) = 1.2:SPC5>=1.5:BKC0> = 161:BK 
C1> =34:BK C 2 > =163:BK C 3) = 154:GOTO 900 

239 REM HI SCORE SCREEN 

240 GRPlF^HICS 17:? #6 5" space attack 

":? #6;" !TOP T£^N SCORES!" 

250 FOR 0=0 TO 9:? #6:? #6;" 
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OKE 35, PEEK<;S5)“L.EN<:STR^(;HS(:fi> > > : ? #B3 
HSiiPi);" A+^:i2+i2) :MEXT Pi 

260 RETUf^M 

273 REM STfiRT OF GOME 

230 WV™0: SC=^0s L.V=3 sEM=50s Dr ==40: SP“0 3 ST 
=0: N=0: E X == i 000: G RPi PH ICS 0: POKE 553,0 
233 REM SET UP NEW DISPLfiY LIST, IN HI 
“RES. MULTICOLOR TEXT MODE 
230 POKE 153G,112;POKE 1537,112:POKE 1 
533, 112:POKE 1539,GG:POKE 1540,PEEK C S3 
.1 

300 POKE 1541, PEEK CSS) : FOR PlD=1542 TO 
1564: POKE PiD, 4:MEXT P!D:POKE RD, 65: POKE 
1536,0:POKE 15G7,6 

310 GRftPHICS 0:POKE 752, 1: SETCOLOR 2,0 
,0: POSITION ll,lis? "IPREPftRE FOR RTTPt 
CK! i " 

320 FOR ft=l TO 3:S0UND 0, 100, 10,3:POKE 
755,2:SETCOLOR 2, 3,2nF0R D=1 TO 30:NE 
XT D:N=1 

330 SOUND 0, 160, 10,3: POKE 755,0:SETCOL 
OR 2, 0, 0:FOR D=1 TO 90:NEXT D:NEXT PisS 
OUND 0, 0,0,0:POKE 755,2 
333 REM INCREPISE DIFFICULTY 
340 WV=WV+-l: POKE 553, 0: POKE 1536,112:0 
OSUB 360:POKE 560,0:POKE 561,6:POKE 75 
6,CHSET/25G 

350 POKE 77, 0:1 F PEEKC53273) ==3 THEN 35 

0 

360 POKE 559, 34: SETCOLOR 0, 3, G’.SETCOLO 
R 1, 3, 10: SETCOLOR 2, 14, 2: SETCOLOR 3,11 

, 10 

2;70 FOR ft=0 TO is: COLOR BK CRMD (0)+=3) : P 
LOT ft, RND C 0 > =+=22+ 1 : PLOT ft+20, RND C 0 ) =+=22+ 

i:NEXT ft:IF N THEN 420 

380 DF==DF+i0;IF DF> 160 THEN DF=70 

330 IF WV>2 THEM SP=SP+1:IF SP>5 THEM 
SP=3 
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4650 IF WV>2 THELM ST=ST>1 : IF ST>5 THEN 
ST=2 

403 REM SET ENEMY ATTACK SPEEDS, START 
ING POSITIONS, ETC... 

410 EN==^EN+1 NT C RND C 0 ) 10-t-10) : IF EN> 200 
THEN EN=30 

420 S1=3S--ST(:RND(:0>=+=ST) :S2=1+STi:RN!D«: 0> 
=i-=ST > : S3=1+GT ( RND C 0 ) >^^ST ) : S4=^:23-ST C RND C 0 
) h-^ST) 

430 N=0:C1=32:C2=Cl:C3=Cl!C4=C1:A1=3S: 
A2=0:A3=i!A4=23:KL=EN 
440 spi=E)P(:rmd<;0)h-sp;) :sp2=sp(:rnD(:0>=+=sp 
:> : SP3=SP C RND <.;0> +=SP;) : SP4=SP C RND (0) ^^:SP> 
450 CH=CH i; RND C0 ) ) : D1 =0 5 D2=D 1 : D3=D 1 : D 

4=Di 

459 REM PLAYER’S SHIP 

4G0 POSITION 18,11:? "!Jk1mn!"sPOSITIO 
N 17,12:? lopprBi;u i ":POSITIOM 18,13:? 
"IvwKyzI" 

470 POKE 207, l:POKE 208, i:POKE 209, 1:G 
OTO 20 

4S0 f^OSITION IS, 11 = IF KL=0 THEN 550 

489 REM EXPLOSION 

490 ? "^-TPTPPe"; POSITION 17,12:? " t PTP 
TPTT^-" : POSITION 18,13=? "-i-PTPTT^" r, D=RN 
D(:0,T+=14s IF SO EX THEN GOSUB 990 

499 REM t PHT IS <CTRL-P> , tT^ IS CCTRL- 
T> 

500 FOR A=15 TO 0 STEP -0.3=SOUND 0,15 
0, S, RsSOUND 1, 255, 2, AiSOUMD 2, 180, 0, A: 
POKE 1536, BL C RND C 0 ) >t=4 > 

510 SETCDLOR 4, D, Ai-RNDi:0)=+^3 5NEXT A:SC= 
SC-+EN-KL:LV=LV-1 =PDKE 712, 0= IF L',^<1 TH 
EM 600 

520 FOR A=1 TO 100= IP PEEIK 1:53279 ) 0 3 T 
HEN NEXT AsWV=WV-1:GOTO 310 
530 GOTO S50 

549 REM ATTACK WAVE OVER 

550 GRAPHICS 0: fWE 7’52, 1 = SETCDLOR 2,1 
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2, 2:f‘*0S.i:Tr0N S, 11:? "Rttack Wave "!WV; 
" Compiete'd" 

5B0 POKE 537BS, i'i.;PCKE 537G;U IBS: POKE 5 
3765, 176SPOKE 537G0, 254:POKE 53764•, 127 
s SC= IMT C SC-H EN-t-EMkS P-+-1 NT C RND C 0 ) 100 > ) 
570 IF SC<EX THEN FOR A=0 TO 550:NEXT 
Pis SOUND 0, 0, 0, 0; SOUND 2, 0, 0, 0: GOTO 340 

5S0 GOSUB 9S0:FOR TO 550:NEXT p;SO 

UND 0, 0,0,0; SOUND 2, 0, 0, 0: GOTO 340 
600 FOR P(==l TO 300; NEXT RsGRPiPHICS 0;S 
ETCOLOR 2,0,0:POKE 752,1?GOSUB 960:POS 
ITION 15,7 
60S REM GAME OVER 

610 ? "GAME OVER":POSITION 11,10s? "Yo 
ur Score s 00000": 

620 POKE S5, PEEK C 85> -LEM C STR^> ( SC ) > : ? S 
C: POSITION 7,12 

630 ? "The Hish Score : 00000";;A=SC:I 
F A<HS<;0> THEN A==HS!:0> 

640 POKE 85, PEEK C 85) - LEN C STR* c A ) ) : ? Pi: 
FOR X=1 TO 600:NEXT X 
650 IF SC=0 THEN 900 

660 FOR A=0 TO 9:IF SCIHSCA) THEN NEXT 
A:GOTO 900 

670 FOR D===9 TO A+l STEP -1 : HS < D> =HS C D- 
1 ) : NAMEt$ <: D>^^ 12+' 1, D=+^ 12+12 > =^^MP^ME$ C ( D-1) 1 
2+1, <D-i)+12+12> :NEXT DsKS(;A>-SC 

679 REM ENTER PLAYER’ S NAME 

680 GRAPHICS 0:SETCOLDR 2,14,0: POKE 75 
2,1:GOSUB 960:POSITION 14,6:? "GREAT S 
CORE ! " 

690 POSITION 10, Ss? "Now enT,er your r.a 
me " : POSITI OKi 7,10:? " Fo r t he h i e h 5c o r 
e bC'ard" 

700 POSITION 12,12:? "+QRRRRRRRRRRRRRR 
Q+" "-CLOSE #5:OPEN #5, 4, 0, "K" : GOSUB 950 

709 REM +0+ IS <;CTRL-Q>, •tR+ IS ICTRL- 
R> 
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710 POSITION 12713:? "I 1 

":POSITION 12,14:? "i-ZRRRRRRRRRRRRRRC^- 

tl 

719 REM IS <CTRL--Z> , -i-C^ IS <CTRL- 

C> 

720 TRAP 720: Z==14: POSITION 13, 13:P0KE 
752,0:? " "?:POKE 7B4,255 

730 POKE B94,0:POKE 702, B4:GET #5,X:IF 
X>30 AMD X<gB AND Z<26 THEN POKE 7B7, 
0:? CHR^CX) 5 :Z===Z+1 :GOTO 730 
740 IF (:X==:126 DR X==30) AND Z> 14 THEM ? 

CHR^CX);:Z=Z-l:GOTO 730 
750 IF X=125 DR X=15B THEM POKE 752,1: 
GOTO 710 

760 IF X«127 THEN Z=25:POSITION 24,13: 
? CHRf t; 31 ) ?: CivOTO 730 
770 IF X<>i55 THEN 730 

7S0 POKE 752,1: ? : FOR Z==l TO 12: LOCATE 
IS-t-Z, 13, X:NAME*(:A+=12+-Z, A+^l 2+Z )=CHR* CX 
>:NEXT Z 

790 CLOSE #5:TRAP 40000:GOTO 900 

S00 GRAPHICS 1S:PDSITI0N 4,4:? #6?''spa 

ce attack" 

SIO POSITION 1,G:? #G;"WRITTEN BY G. R 
YAN" 

820 RETURN 

850 GRAPHICS 1S:P0SITI0N 2,4:? 

Sion aborted" 

860 POSITION 5,6:? #6?" I same over I " 

870 FOR A=1 TO 250:NEXT A . 

900 FOR A=537B0 TO 53767:POKE A,0:NEXT 
A 

910 GOSUB 240:FOR A=1 TO 500:IF STRIGC 
0) AND PEEK<53279) 0 6 THEIN NEXT A:GOTO 
930 

920 GOTO 280 

930 GOSUB 800:FOR A=1 TO 150:IF STRIGC 
0) AND PEEK<53279)OB THEN NEXT A:GOTO 
910 

940 GOTO 280 
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950 POKE 53768,5:POKE 53761,IGS:POKE 5 
3765,176:P0KE 53760,254:POKE 53764,127 
: RETUF^N 

960 ? CHR*t;i25.') 5 SCORE 00000 WAVE 
LIVES" ?-.POKE S5, 14-LEN«:STR«iCSC) 

) : ? SC 

970 POSITION 22,0:? WV:POSITION 34,0:? 
LV: RETUfW 

980 POSITION 15,15!!? "EXTRPi SHIP!" 

990 LV===LV+1: EX=EX+5000: RETURN 

999 REM DPiTA C MACHINE CODE ) 

1000 DATA 104,104,133,204,104,133,203, 
104, 133, 206, 104, 133,205, 104,133, 208,10 
4, 133, 207, 160, 0, 177, 203, 145, 207 

1010 DATA 230, 203, 208, 2, 230, 204, 165, 20 
4, 197,206,208,6, 165,203, 197, 205,240, 10 
, 230, 207, 208, 230,230,208,160 
1020 DATA 0, 240, 224, 177, 203, 200, 145, 20 
7, 96 

1030 DATA 104, 104, 133, 213, 173, 197, 2, 17 
4, 199, 2, 141, 199, 2, 142, 197, 2, 104, 240, 43 
, 174, 120, 2, 189, 161,6 

1040 DATA 197,209,240,16,133,209,164,2 
08,132,207,133,212,173,31,208,41,252,2 
40, 9, 96, 198, 207, 16, 242, 169 
1050 DATA 20, 208,238, 169,3, 133,213, 169 
, 82, 133, 212, 96, 230, 213, 169, 224, 208, 223 
, 20, 20, 20, 20, 20, 60, 60 

1060 DATA 60, 20,80,80,80,20, 120, 100, 20 

, -1 

1499 REM 

1999 REM CHAf^SET DATA 

2000 DATA 256, 65, 195, 20, 170, 20, 1S^5, 65, 
0 

2010 DATA 512,65,20, 56, 20, 150,85,20,65 

2020 DATA 640,25,68,17,134,36,226,68,5 
0 

2030 DATA 672,48,66,45,146, 41,82, 198,3 
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2040 
3, 24 

DPiTPl 

2050 

DPiTfi 

2060 

DftTPl 

2070 

5 

DATA 

2080 

DftTft 

2090 

DfiTft 

2100 

DPlTfi 

2110 

5 

DPiTft 

2120 

5 

DPITA 

2130 

5 

DATA 

2140 

S 

DATA 


763, 

52, 

141 

,250,39,104 

, 158, 1 

9 

848, 

0, 0 

, 0, 

0, 0 

, 1,42, 25 

5 



856, 

0, 0 

, 0, 

5,85,85,170 

, 25 

5 


SB4, 

56, 

20, 

85, 

Oer OCT ocr 
OuJ7 O-i 

, 170, 25 

872, 

0, 0 

, 0, 

80, 

84, 85, 170, 255 


880, 

0, 0 

, 0, 

0, 0 

,64,1B8, 

255 


888, 

1, 5 

i, 85 

;, 18 

1,181,85 

1, 5, 

1 


896, 

85, 

85, 

85, 

118, 118, 

85, 

85, 

8 

904, 

85, 

ocr 

OvJ 1 

OCT 
OO 7 

159, 159, 

85, 

85, 

8 

912, 

85, 

85, 


125, 125, 

85, 

85, 

8 

920, 

85, 

85, 

85, 

167, 167, 

85, 

85, 

o 

o 


150 

DATA 

160 

DATA 

170 

DATA 

180 

DATA 

190 

DATA 

200 

DATA 

210 

DATA 

220 

DATA 

230 

DATA 

240 

DATA 

250 

DATA 

260 

DATA 


928, 85, 85, 85, 217, 217, 85, 85, 8 

936, B4,80,85,94,94,85,80,64 
944, 255, 42, 1,0, 0, 0, 0, 0 
952, 255, 170, 85, 85, 5, 0, 0, 0 
960, 255, 170, 85, 85, 85, 85, 20, 4 

968, 255, 170, 85, 85, 80, 0, 0, 0 

976, -255, IBS, 80, 0, 0, 0, 0, 0 

8, 0, 0, 0, 0, 0, 0, 0, 192 

IB, 0,0,0, 0, 0,4,0, 0 

24, 0,0,0, 64, 0, 0,0,0 

32, 0, 19'2, 0, 0, 0, 0, 0, 0 

992, 12, 12, 12, 12, 12, 12, 12, 12 
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GOBBLER 

(16K CASSETTE, 24K DISK) 


You are the gobbler and you have been trapped inside a 
dark, eerie mansion, when you sight an inhuman glow 
moving towards you. This glow comes from four col¬ 
oured ghosts, angry at you for trespassing on their land, 
Your only hope is to gobble all the round pills before your 
pursuers catch you. When you have gobbled a power 
pill you become temporarily invulnerable and can eat up 
your pursuers to gain bonus points. You gain ten points, 
multiplied by the stage you’ve reached, for every round 
pill you gobble. 

When you POKE in the machine language, or when the 
ghosts catch you three times, the program shifts to a 
special screen, displaying the high score. Press SELECT 
to change the stage you begin on, and START to begin 
gobbling. Use a joystick in port 1 to move up, down, left 
and right. 


10 

20 REM Cl iff f'’!;;: Corine;’ I 1 

.30 REM REMS MOV BE OMMITTED 

£1.0 VFLAG-1GSB: CDELAY-1. B87: CHANGE-1GSS s 
CHANGE2- J. BS9 = GINC- :i 692: HITCL. R-5327S 5 CO 
NSOL -53279 5 SF’DUPFLAG-iB94 
50 HITEG0-i677i:Hr‘OSG0-16G5: PP03=lGG4rP 
HITE-iB7G 5 PSPEED-1GG9 J GSPEED-i670:DEDF 
LAG-1GS2 s DOTFLAG-1G83: CHf)R- 1 GS4 

110 A-PEEK (;740) : POKE 106, A.5: START- C A- 

12> :|<256: VBL.AMK-ST ART+-57: MYPMBASE-S‘!"ART 
-I 1024.: HS-0: DIM X C 4 ) , Y C 4 > 

115 FOR K=1 TO 4:READ XvYsXuO-XsYCK)- 
Y:NE.XT K 

i 17 DATA 1, 1,0, 0, 1. , 0, 0, 1 
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120 GRfiPHICS 1B:P0SITI0N 7,4:? #6?“GOB 
BLER":POSITION 1,6:? #6;"by cliff mcco 
nne 1 1 " 

130 GOSUB 30210 

140 COLOR 170:PLDT 0, 3:DR0WT0 19, 3:DRPl 
WTO 19, 7:DRAWT0 0, 7:DRAWT0 0,3 
150 GOSUB 30010 
160 POKE 710,0 

170 GRAPH ICS 0: DL=PEE:K C560 > +256^hPEEK C 5 
61): POKE DL+3, 7'0:POKE DL+-6, G:POKE DL+7 
, 6: POKE DLH-S, 6 

210 POKE 704,13S:P0KE 705,13S:POKE 706 
,13S:POKE 707,138:POKE 711,46:POKE 710 
,0:POKE 752, 1 

220 POKE 559,62:POKE 1631,MYPMBASE/256 
:POKE 54279,MYPMBASE/256:POKE 53277,3 
310 POKE CDELAY,4:POKE CHAR,0:POKE SIM 
C, 2 

320 LEVEL=1 

510 IF SOHS THEN HS-SC 

515 POSITION 0,0: ? #6 ? "score" ? SC ; 

": POSITION 11,0:? #6 ? " h i eh" ? HS; " 

520 POSITION 20,0:? #6?"PRESS START/SE 
LECT" 

525 ST AGE==LE VEL: POSITI ON 0,1:? #6 ? " STA 
GE ";stage:IF PEEKCCONSOL>=5 THEN POSI 
TION 32,0:? #6?"select" 

527 IF PEEKCCONSOL)=5 THEN 527 
523 POSITION 32,0:? #6?"SELECT" 

530 IF PEEK(CONSOL)=7 THEN 530 

540 IF PEEK(CONSOL)=5 THEM LEVEL=LEVEL 

*(LEVEL <9)+1:GOTO 525 

550 IF PEEKt;CONSOL)<> 6 THEN 530 

610 POSITION 26,0:? #6? “start" 

620 IF PEEK(CONSOL)=6 THEN 620 

625 SC=0:GOBS=3 

626 ? CHR$( 125) : PILLS-4+STAGEh-:2: COLOR 
20:POSITION 26,0:? "STAGE ";STAGE:PPIL 
LS= 1 +• I NT ( STAGE/10) 
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627 FOR K=1 TO PILLS+PPILLSsSOUND 0,25 
5-<:K-+^255/t;PPILL-S+PILLS) ) , 10, 10 

628 X= I NT i; RND <; 0 :> =+^39 ) 5 Y= I NT ( RMD C 0 > >+= 13 ) + 
2: LOCATE X,Y, A:IF A <> 32 THEN S2S 

623 IF K>PILLS THEN COLOR 0 
635 PLOT X,Y:NEXT K: SOUND 0, 0, 0, 0 
637 POKE 704,46SPOKE 705,78:POKE 706,1 
42SPOKE 707, 206SPOKE 1692,2 
640 FOR K==0 TO 3: POKE HITEO0+K, 50: POKE 
HPOSG0+K. 50+ K-4:50:NEXT KsPOKE 1703,0 
645 POSITION 0,0:? #65"score";SC:POSIT 
ION 12,05? #65"stage"5STAGE 
660 G= C 4+-STAGE ) s K=-- ( 2+ STAGE>t= 1. 2 ) : A= 130- 
STAGEh<3 : Q= I NT C STAGE/4) 

670 IF G>47 THEN G=47 

680 IF K>47 THEN K=47 

630 IF A<6 THEN A=STAGE 

700 IF G> 10 THEN Q=INTt;Q/2.-) s GOTO 700 

710 POKE CHANGE,ASPOKE CHANGE2,Q 

720 POKE PSPEED,0:POKE GSPEED,0:POKE P 

HITE, 200SPOKE PPOS, 120sPOKE VFLAG, 1 

730 POKE 711,46: A=USR (. START.) : ? #6 5 " 

"sFOR Q=0 TO 200:NEXT QsPOKE PSPEE 
D,Gs POKE GSPEED,K 
740 POKE SPDUPFLAG,6 

750 POKE HITCLR,0SPOKE DEDFLAG,0 s POKE 
DOTFLAG,0sPOSITION 26,0s? " "s 

POKE 623,0 

760 POKE 19, 0s POKE VFLAG, 0 s A=USR (.START 
+432.^ SPOKE VFLAG, l: GOTO 1000+1000=+=PEEK 
a 693) 

1000 REM ++:PLAYER DIED 
1010 GOBS=GOBS“lsGOSUB 1510 
1020 IF GOBS=0 THEN POSITION 25,0:? "G 
AME OVER"SFOR G=0 TO 300:NEXT GsGOTO 5 
10 

1030 POSITION 22,0s? "CHOMPERS LEFT :"5 
GOBS SFOR G=0 TO .300: NEXT Gs POSITION 22 
,0s? " 

1040 GOTO 640 
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1510 POKE £23,lesFOR T=15 TO 0 STEP -0 
. 2 s POKE 711, T: SOUND 0, 255 ~T=h 17, 10, 10 s N 
EXT T 

1520 FOR T=250 TO 0 STEP -5:SOUND 0,T, 
10, 10: NEXT T'.SOUND 0, 0, 0, 0: RETURN 
2000 REM PLAYER ATE DOT 

2010 POKE 62.:>, 0: X=I NT' C < F’EEK C PPOS ) -46 ) / 
4 ) : Y= I NT i; i; PEEK (. PH ITE > ~4B ) /S ) 

2011 FOR T=--i TO 4: SOUND 0, T^i-=55, 10, 10 

2013 LOCATE ABSCX+X C T) ) , ABSC Y-t-Y CT) ) , As 
IF A=32 THEN NEXT T:GOTO 750 

2014 SOUND 0,0, 0,0 

2015 IF A=0 THEM 2110 

2020 IF A=20 THE;N COLOR 32: PLOT X+XCT) 
, Y+ Y i:T > : PILLS==PILLS-1: IF PILLB=0 THEN 
STAGE=ST AGE+1 : SC==SCh-STAGE* 10: GOTO 62G 
2030 3C=SC+ST AGE=+^ 10: POSITI ON 0,0:? " s c 
ore"; SC:GOTO 750 

2110 POKE 1703, 1 :N==^1000/STADE:HI==INT(:N 
/25G>:P0KE 1702, HisPOKE 1701, N-~HI^t=25G: 
POKE 1704,1 

2120 COLOR 32: PLOT X+X CT) , Y+-Y(T) : BONUS 
=200 

2130 POKE 704, 120:f^OKE 705, i'203 POKE 70 

6,120:POKE 707,120:POKE BSPEED,PEEKCPS 

PEED >“2:POKE 1692, 10 

2140 GOTO 750 

3000 REM ■+:^+TTU.,L RAN OUT 

3010 POKE 704,4G:POKE 705, ■7S:POKE '706, 
142:POKE 707,206 

30:?0 POKE 1.703, 0; POKE 1692,'2: GOTO 750 
4000 REM ^+^=+^ATE; ghost 

4010 N=0:LDC=53257:IF PEEK153257)=0 TH 
EN L0C=5325S 

4020 IF PEEK'i;LDC>>7 THEM M=3:G0T0 4100 

4030 IF PEEKCLOO>3 THEN N=2:G0T0 4100 

4040 IF PEEKCLOC.'i) 1 THEN N=1 
4100 SC=SC+BONUS 
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4107 POSITION 2B,0:? BONUS 

4110 FOR T=150 TO 0 STEP --2: SOUND B, T, 

10, 10: NEXT T: POSITION 28,0:? #6;‘' 

" ; : B0NUS==B0NUS+=2 

4120 POSITION 0,0;? #E: "score" ",SC:POKE 
HPOSG0+M,60:IF PEEKIPPQS)<120 THEN PO 
KE HPOSG0+M, 185 

4125 POKE 53248+N,PEEK<HPOSG0+N>sPOKE 
HITCLR,0 
4130 GOTO 750 

20000 REM >»=DftTfi FOR GHOSTS FIND PLftYER 
2001.0 DFiTft 0, 0, 0, 56, 124, 124, 124, 254, 25 
4, 254, 254, 170, 170, 0, 0, 0, 0, 0, 0, 56, 124, 1 
24,34,214,254,254 

20011 DATft 254, 84, 84, 0, 0, 0, 0, 0, 0, 56, 12 

4, 124, 84, 214, 254, 254, 254, 170, 170, 0, 0, 0 
, 0, 0, 0, 56 

20012 DftTF! 124,124,84,214,254,254,254, 
84, 34, 0, 0, 0, 0, 0, 0, 24, 60, 126, 255, 255, 25 

5, 255, 126, 60,24,0 

20013 DFiTFi 0, 0, 0, 0, 0, 24, 60, 102, 231, 195 
, 195, 231, 102, 60, 24, 0, 0, 0, 0, 0, 0, 24, 60, 1 
02,195,129 

20014 DflTft 129, 1 95, 102, 60, 24, 0, 0, 0, 0, 0 
, 0, 24,60, 102,231, 195, 195,231, 102, 60,24 
, 0 , 0 , 0 , -1 

30000 REM =+:pOKE IN MACHINE LPlNGUFlGE 
30010 RESTORE 32000 :N==0 
30020 READ A: IF AO-1 THEM POKE START+ 
N,ft:N=N+1:GOTO 30020 

30030 HI = INTc;VBLANK/25G> :POKE START-t-49 
, HI: POKE START+51, VBLANK-HI h-=256 

30040 RETURN 

30200 REM :-i-^PQKE IN CHARACTER DATA 

30210 RESTORE 20010: N=-^0 

30220 READ A: IF A 0-1 THEN POKE 153B+N 

, p, s M=^N+-1: GOTO 30220 

30230 RETURN 

32000 DATA 104, 160, 0, 173, 145,6, 24, 105, 
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3, 133, 2iZ!4, 1G9, 0, 133, 203, 145, 203, 136, 20 

5, 251,230, 204, 145, 203, 136, 208 

32001 DftTR 251,230,204,145,203,136,208 
,251,230,204,145.203,136, 20S,251, 230, 2 
04,145,203,136,208,251,162,128,160,57 

32002 DPiTft 169, 6, 76, 92, 228, 173, 150, 6, 2 
40, 3, 76, 95, 228, 173, 0, 211,41,15, 141, 135 
, 6, 162, 3, 173, 10, 210 

32003 DPlTPl 45, 152,6, 208, 93, 169, 15, 157, 
136, 6, 173, 10,210,45, 153,6,240,72, 189, 1 
41,6, 24, 105, S, 205, 140 

32004 DftTfi 6, 144, 15, 56, 233, 16, 205, 140, 

6, 144, 12, 169, 14, 157, 136, 6, 208, 5, 169, 13 
, 15/, 1 C'6, 6, 189, 129, 6 

32005 DftTPl 24, 105, 2, 205, 128, 6, 144, 19, 5 
6, 233, 4, 205, 128, 6, 144, 19, 189, 136, 6, 41, 
11, .1.5/, l.-.''6, t>, 24, 144 

32006 DPTft 8,139,136,6,41,7,157,136,6, 
24, 144, 8, 173, 10, 210, 41, 15, 157, 136, 6, 20 
2, 16, 152, 173, 145, 6 

32007 DftTPl 24,105,7,133,204,162,4,173, 
134, 6, 224, 0, 208, 3, 173, 133, G, 72, 41,240, 
74, 74, 74, 74, 133, 205 

32008 DPlTPl 104, 41, 15, 24, 125, 159, 6, 157, 
159, 6,201, 16, 144,7, 230,205,41, 15, 157, 1 
59, 6, 189, 135, 6, 106, 72 

32009 DPTP 176, 15, 189,140,6,5b,229,205 
,201,40,176,2,169,40,157,140,6,104,106 
, 72, 176, 15, 189, 140, 6, 24 

32010 DPTP 101,205,201,200,144,2,169,2 
00, 157, 140, 6, 104, 106, 72, 176, 15, 189, 128 
, B, 56, 229, 205, 201,45, 176, 2 

32011 DPTP 169,45,157,128,6,104,106,17 
6 , 15, iE;9, I 28 , 6, 24, 101,205, 201,200, 144, 
2, 169, 200, 157, 123, 6, 202, 16 

32012 DPTP 132, 169, 6, 133, 207, 162, 4, 189 
, 140, 6, 133, 203, 173, 148, 6, 224, 0, 208, 3, 2 

4, 105,64, 133,206, 160, 15 

32013 DPTP 177, 206, 145,203, 136, 16, 249, 
198, 204, 202, 16, 225, 173, 1 28, 6, 141,7, 208 
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, 24, 105,2, 141,6, 20S,24, 105 
32014 DPiTfi 2,141,5,203,24,105,2,141,4, 
203, 1B2, 3, 133, 129, 6, 157, 0, 203, 202, IB, 2 
47, 173, 9, 203, 24, 109 

3201 5 DPiTPi 10, 203, 240, 6, 238, 14S, B, 238, 
150, S, 173, 1, 203, 24, 109, 2, 208, 240, 3, 238 
,147,B,234,234,234,206 

32016 DATA 151,B,203, 16, 1B9,4, 141, 151, 
6, 1 1 -.'.'M 143, B, rf’!4, 105, 16, 41,43, 141,143, B, 
173,154,6,201,64,176 

3201 7 DPITP! 5, 160, 0, 140, 155, 6, 201,112, 1 
44, 5, 160, 1, 140, 155, B, 173, 155, 6, 203, 9, 1 
73, 154, 6, 24, 109, 156 

32013 DRTft 6,203,7,173,154,6,56,237,15 
6, 6, 141, 154, 6, 141,0, 210, 169, 162, 141, 1, 
210, 76, 95, 223 

32019 DRTft 104, 173, 167, 6, 240, 107, 165, 2 
0, 205, 164, 6, 240, 100, 141, 164, 6, 206, 165, 

6, 203, Sv 173, 166, 6, 240, 3 

32020 DPiTft 206, 166, 6, 173, IBB, 6, 203, 79, 
173, 165, G, 201,160, 176, 72, 201,0, 203, 9, 1 
69, 2, 14:!., 157,6, 141,150 

32021 DRTR 6,96,206,1GB,6,208,54,169,1 
0, 141 , IBS, 6, 173, 192, 2, 201,72, 240, 19, 16 
9, 72, 141, 192, 2, 141, 193 

32022 DATA 2, 141,194, 2, 141, 195,2,203,1 

7, 24, 144, 167, 169, 120, 141, 192, 2, 141,193 
, 2, 141, 194, 2, 141, 195, 2 

32023 DATA 173, 133, 6, 56, :233, 2, 141, 134, 
6, 173, 146,6,240, 13, 169,3, 174, 167,6,208 

, 2, 1 B9, 0 7 :f. 41, :}. 5 /, (r, 

32024 DATA 96, 173, 147, S, 240, 9, 169, 1, 14 
1, 157, G, 141, ;!.50, 6, 96, 165, 19, 205, 153, 6, 
203, 191,169, 0, 133, 19 

32025 DATA 233,134,6,24,144,181,-1 
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GRAND PRIX 

(16K CASSETTE, 24K DISK) 


You are an expert car driver, trying to steer through the 
most treacherous race course you have ever seen. This 
course is in five stages and at the end of each stage the 
track gets narrower and winds more dramatically. 

You start the game with five cars. When you have 
crashed all five cars, your skill rating will be displayed 
(the maximum rating is 100). If you succeed in completing 
the course you are put onto an even harder one. Use a 
joystick in port 1 to move left and right. 

0 REM h-:h:+: GRRND PRIX, BY G. RYPiN 
10 GOTO 400 

20 Z=1)SR <; 1540.1 :? TL.Si;;POKE 85, PEEK (204 
.^+W:? TRS>;sIF' NOT Z THEM 20 
30 IF- Z>255 THEN 200 
3S3 REM NEXT STHGE 

40 ST=ST-»-15SI~SI-+-2:W=WD(ST;) ! POKE 15-39, 

RHND ( ST) ; POKE 77, 0s SOUND 1, 155. ST=-h3, 2, 

6=IF ST=6 THEN 110 

50 TLs&=----L^(SI ) :TR$=R!ii(SI > 5TR!|(3) =CHR$(1 
57.-)sIF ST>4 THE:N 110 

B0 IF P£EK(204;)> 10 THEM POSITION 3,0 
70 IF PEEK(204)<11 TFIEN POSITION -30,0 
80 POKE 153G, LNCST.'! : fm'E 205, 0 s POKE 53 
273, 0 

90 ? "Stage ";ST+1; 

100 GOTO 20 

110 IF ST==--6 THEN 130 

119 REM FINISHED 

120 POKE 1538,175 POKE 205,0sSETCOLOR 4 
, 10, 05 POSITION PEEK(204;) •+•2, 0: ? "FINISH 
"3 GOTO 20 
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130 SOUND 0, 0, 0, 0; SOUND 1, 0, 0, 0: FOR fl~ 

1 TO 200-.NEXT 

140 cs=cs+i:]:f bn>hs then HS-BN 

150 ? CHR^C 125;) ! POSITION 11,8:? "Cours 
e "?CS;" Completed":POSITION 15,10:? " 
Crashes "5CR:SOUND 1,255,2, 4 
160 POKE 53248,120:POSITION 12,13:? "S 
kill Ratios "?BN:POSITION 8,15:? "Hish 
est Skill Rating ";HS 

170 POSITION 2,17:? "Hit START when re 
ady for next course" 

180 IF PEEK<;53273> OB AMD STRIGCOl THE 
N 180 

190 WD<:0)=10: WDCl) =9: RAMDC4)~45: IF ST> 

2 THEN WD«:2)=--=S 
195 GOTO 680 

199 REM CRASHED 

200 SOUND 1,0,0, 0:FOR A-1 TO 15:NEXT A 
:PM$(:iN+YP)=E$ 

210 FOR A=15 TO 0 STEP -0.5:SOUND 0, RN 
Dc:0):k50+100, 8, A:POKE 704, 4S+A:NEXT A 
220 CR=CR+1: BN=BN- < 6--ST )>»•=( CR+1) : BN=BM:+= 

«:bn> 0) 

230 PM^<2)=PM$:POKE 704,CC:IF CR<5 THE 
N SI==SI-2:ST==ST-l:G0T0 B90 

239 REM GAME OVER 

240 POSITION 15,10:? "GAME OVER":POSIT 
ION 13, 4:BN=INT(;ST=t=4+BN/50+-0. 5) 

250 IF BN>HS THEN HS=BN 

260 ? "Skill Rating " ;BM:POSITION 9,7: 

? "Highest Skill Rating ";HS:POSITION 

15,13:? "Hit START":CS=0 

270 IF PEEK«;53279) 0 6 AMD STRIG(0) THE 

N 270 

280 GOTO 680 

400 GRAPHICS 1S:P0SITI0M 5,4:? #B?"sra 
nd Prix" 

410 POSITION 1,6:? #6;"WRITTEN BY G. R 
YAN" 
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420 FOR A=5324S TO 532B5sP0KE ft,0sNEXT 
ft 

493 REM INITIftLIZING 

500 DIM PM*(;i200>, C$«:24) , Ef>t:24>, TL$«:2> 
, TR*(;3.') ,L*a3), R*<;i3) 

510 PM*a)=CHR$(:0> s PM*<1200)=CHR^(:0) :p 
M^«:2)-PM4i 

520 RESTORE 5000sTRftP 540:FOR ft=1540 T 
0 1777:RE;ftD DsPOKE ft, D:NEXT ft 
540 DIM WDCE),RftNDCG), LMCB) 

5B0 fl==ftDR C PM$) : D= I NT C ft/1024 > 1024+512 s 
IF D<fl THEN D=D+1024 

570 IN=D~ft:POKE 559,4B:POKE 53277,3:PO 
KE 54279, (;D~512>/25B 

5S0 RESTORE 590 s FOR 0=0 TO SsREftD B,C, 

D:WDt;ft)=0sRftMD(ft;)=CsLNi;ft:)=D:NEXT ft 

587 REM DftTft FOR TRACK WIDTH, DIRECTIO 

N CHANGES, LENGTH OF STAGE 

590 DATA 11, 45, 210, 10, 50, 230, 9, 55, 220, 

9, 55, 220, 8, 30, 120, 8, 20, 20 

600 RESTORE B20SFOR A=1 TO 12s READ DsL 

^(. A)=CHR*(:D) sNEXT ft 

610 FOR 0=1 TO 12sREftD Ds Cfi) =CHR^ CD) 
SNEXT ft 

620 DATA 19, 19, 20, 20, 9, 12, 34, 34, 46, 46, 
19, 19 

630 DftTft 19, 19, 20, 20, 11, 15, 34, 34, 46, 46 
, 19, 19 

640 RESTORE 650:FOR A=l TO 24sREAD DsC 
^(;ft)=CHR^(:D) SNEXT ft 

650 DftTft 0, 0, 0, 0, 0, 0, 24, 90, 126, 30, 24, 6 
0, 60, 60, 219, 255, 219, 0, 0, 0, 0, 0, 0, 0 
660 RESTORE 670:FOR ft=i TO 24sREAD DsE 
$ C ft ) =^CHR$ <: D) : NEXT ft 

665 POSITION 4, 10S? #6 5 "PRESS START... 

II 

667 IF PEEKC53279) 0 6 AMD STRIGCO) THE 
N 667 

670 DftTft 0, 0, 0, 0, 0, 16, 66, 8, 162, 9, 84, 36 
, 82, 9, 130, 32, 5, 80, 0, 0, 0, 0, 0, 0, 0 
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675 POKE 82, 0: POKE S3, 39: ORP^PHICS 0:PO| 
KE 710,0SPOKE 703,14SPOKE 752, 1:POKE 5 
53, 45SPOKE 53277,3:? " “ 

680 ST-t—1 s BM== 100: SI =- .1. s CR=0: CC= I NT (RMD 
<:0)h: 15;) *16+10: POKE 1536, 2: POKE 1537,2: 
POKE 1538, 24 SPOKE 1533, 20: YP=^S5 
690 POKE 204, 14 SPOKE 205,0s POKE 203,12 
0:PCKE: 1536, l:POKE 712, 0: Z=^ST: IF Z<0 T 
HEM Z=-0 

700 B==Z*2+ls? CHR9&a25) sFOR ft==0 TO 23: 
POSITION 14, PIS ? B+1 ) ; s POSITION 14 

+WD t; Z), ft: ? Rt> CB, B+1) ? s NEXT ft 
710 PM!^ IM+YP ) ; POKE 704, CC s POKE 532 

48,120:POKE 53278,0 
740 GOTO 40 

4939 REM DftTft FOR USR SUBROUTINE 

5000 DftTft 104, 173, 120, 2, 74, 74, 41, 3, 170 

, 189, 115, 6, 141,0, 210, 189, 119, 6, 141,1,2 

10, 165, 203,24, 125, 123, 6 

5010 DftTft 133,203,141,0,208,160,0,132, 

212, 132,84, 173, 4, 208, 133, 213, 206, 0, 6, 2 

08,2,198,212,165,204,166,205 

5020 DP^TR 24, 125, 111, 6, 133, 204, 133, 85, 

205, 1,6, 240, 9, 205, 2, 6, 208, 10, 169, 1,208 

, 2, 169, 2, 133, 205, 208 

5030 DftTft 16, 173, 10, 210, 205, 3, 6, 176, 8, 
41,7, 170, iSS3, 103, 6, 133, 205, 96, 0, 1, 2, 0, 
1 , 2 , 1 , 2 , 0 

5040 DftTft 255, 1, 0, 0, 27, 27, 0, 0, 132, 132, 
0, 0, 4, 252, 0, 0 
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ESCAPE 

(16K CASSETTE, 24K DISK) 

While flying your shuttle back to earth you encounter an 
almost insurmountable problem. Mines have been laid 
just about everywhere, and a yellow wall obstructs your 
path. You must dodge all of the mines and squeeze 
through the gap in the wall if you are to have any hope of 
seeing your family again. 

Press the fire button to start your craft moving across 
the screen. Use a joystick in port 1 to move it up and 
down. If you succeed in escaping, more mines will be 
drawn up and you must press the fire button again. Pods 
situated among the mines gain you bonus points. 

(3 REM ESCAPE 7 written by G. Ryan 
10 GOTO 500 

20 S=STICK(:0.'» sYP=YP+-t;S=13>-(:S=14) : XP=X 

P+1;P0KE; 53248, XP!PM1it:YP)=PL^! if NOT 

PEEK <: 5.3252) THEM 20 

•30 IF PEEK*:53252) 0 4 THEM 200 

.39 REM PLAYER HIT SOMETHING 

40 X = IMTc; (:XP--4S)/8) sY=INT(:(:YP--IN-13)/4 

):IF XP>i7S THEN 650 

50 FOR A=N TO Ml:FOR B=-N1 TO N2:L0CAT 
E X+A, YtB,C!lF CO 164 THEN NEXT B:MEXT 
a:POKE 5327S, NsGOTO 20 
60 POP !POP !SC=SC+-SThMNT(RND(:N)h-;N 2+N1 
):POSITION 7,23:? #NB 5 SC 
70 COLOR 32=PLOT X+A,Y+B:POKE 53278,N 
80 FOR A=Nl TO 15: SOUND N, PEEK(5.3770.) , 
10, i0:NEXT A:SOUND N, N, N, N 
90 POKE 53278,N:GOTO 20 
100 FDR A==M TO 511: POKE D+-A, PEEK (57.344 
+A):NEXT A:RETURN 
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200 FOR Pi=15 TO N STEL'P -N3:F0R D==M TO 
N2 

210 SOUND D, RND C N> =+=50+100, S, O s NEXT D: P 
OKE 704,32+ft:NEXT flsPOKE 704,N 
220 POSITI ON 7, 23: ? #M6 5 SC: LV==LV-••N1 : IF- 
LV/>N THEN 2S0 

230 POSITIOM N3,105? #N6;" GAME OVER 
•'SIF SONS THEM HB=SC 
250 POS IT ION M2, 13: ? #NB; " I i s c o r e t 
"? HS:POSITION N3, 17:? #NB 5" HIT 5tar 
t," 

260 IF PEEKC53273) <> MB PiND STRIG(N) TH 
EN 260 

270 POKE 77,M:GOTO 580 

290 XP===3S s YP== IN+61 : POKE 53248, XP : POKE 

704, 40: POKE 53278, N: PM«; (M2)=PM* 

300 IF STRIGCN) THEN 300 
310 GOTO 20 

499 REM INITIALIZING 

500 READ N, Nl, N2, M3, NB, E, W:DATA 0,1,2, 
3, B, 255, 25B 

510 A=PEEK(:740)-4: POKE 10B, A-2: GRAPHIC 
S 13: FOR X==53248 TO 53255: POKE X,M:NEX 
T X 

520 POSITION 7,4;? #M6;"escape":P08ITI 
OM M1,N6:? #NG;"WRITTEN BY G. RYAN" 

530 D=A+=W;GOSUB 100: RESTORE 5000 
540 READ A:IF AO-Ml THEN FOR X=A+D TO 
A+D+7:READ a: poke X, A:NEXT X'-GOTO 540 

550 DIM PM$(;i200), PL$(:i5) :PM$t:Nl)==CHR^ 
N) ; PM* (1200 ) ==PM* C Nl ) ; PM* CN2) ==PM* 

5&0 restore 5500:for A=N1 TO 13:READ X 
;pl*(;a>==chf?*<:x) ;NEXT a 

570 A==ADRCPM*) ;PM==INT(:A/1024) =+=1024; X=P 
M+512: IN==X-A; IF A> X THEN PM==PM+i024: X== 
X +1024; I N== IN+1024 

580 YP=== IN+G0: graphics 17:P0KE 54279, PM 

/W:POKE 53277,N3:POKE 559,46 

530 POKE 704,405 POKE B23,Ml:POKE 756, P 
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EEK(;i0G>+Nl2 

B00 SETCOLDR N, S, ME:SETCOLOR N1,N3, 8:S 

ETCOLOR N2, 11,8 

Si0 SETCDLOR N3,14,i0 

620 COLOR 35: PLOT N, NMDRPlWTO 19, M: PLOT 
N, 22:DRPiWT0 19,22 

630 COLOR 123:PLOT IS,Nl:DRftWTO 18,21: 

COLOR i65:PL0T 19, Ml : DRPiWTO 19,21 

640 POSITION Ml,23:? #NG?"score 0 st 

age 1":LV=3:ST=M:SC-N:G=M1:M=N 

650 SC=SC+M: YP«IM+61 :ST=:^ST+1: POSITION 

17,23:? #N6;ST:POSITION 7,23:? #N6 5 SC: 

PM^t:N2)=PM* 

660 M=INTt:RNDt:M.W^N3)-+ Nl ;FOR Pl=Nl TO M: 
COLOR M2: PLOT RNDCN)+:12+-N2, RNDCN) h<20+N 
1:COLOR 32 

670 PLOT RND(;N)^t=14+-M2, RNDt:N)H-:20+Nl :PLO 
T RMD C M ) >^= 14+-N2, RND C N > ’t=20+N 1 : ME XT A: COL 
OR 164 

680 PLOT RMD<:N>+=12+N3, RMD(M:)>»=20+N1 :COL 
OR 129: PLOT IS, G:DRftWTO 18, G+M2:G=IMT<: 
RND <; N > +: 17+N1 ) ; COLOR 32 

690 PLOT 18,G:DRfiWTO 18,G+N2:YP=IN+60: 

XP=38SPOKE 53278,N 

700 IF STRIGCN) THEN 700 

710 POKE 53278, N:GOTO 20 

4999 REM DATA FOR NEW CHARACTERS AND P 
LAYERS SHIP 

5000 DATA 8,238,238,238,14,238,238,238 
, 224 

5010 DATA 24, 0, 247, 247, 247, 0, 127, 127, 1 
27 

5020 DATA IB, 129,90,36,90,90,36,90, 129 


5030 DATA 
5040 DATA 
5050 DATA 
5500 DATA 
112 , 0 , 0 , 0 


32, 0, IG, 56, 84, 254,84,56, 16 
40, 0, 64, 0, 2, 0, 16, 0, 0 
-1 

0, 0, 0, 112, 224, 88, 239, 88, 224, 
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TIME TYPIST 

(16K CASSETTE, 24K DISK) 


In this game, the computer prints up a random sequence 
of 20 letters. You must type in this sequence as quickly as 
possible; the timer meanwhile is ticking down to zero. 
Press BACK SPACE if you make a mistake. At the end of 
the stage, another sequence of letters is printed up and 
you are given less time to repeat it. This is an excellent 
game for anyone who wants to practise their typing and 
see how they are improving. 

10 REM *=+:TIME TYPIST 

20 REM Cliff Me Conn© I t 

110 DIM L*(;30.'), P$(;.30.') :OPEN #1,4, 0, "K" 

120 GRAPHICS i8:SC=0:HS=SC 

150 REM 

210 POSITION 1,0:? #6;"SCORE:";SC;" 

11 

220 POSITION 1,1:? #B?"HIGH SCORE;"-,HS 

230 POSITION 1,5:? #B;"piease press st 
art" 

240 IF PEEKC5-3279.M> 6 THEN 240 
245 POSITION 1,5:? #65" 

41 

250 ST=1 

270 T=15+1 m C ST== 1 ) - < ST> 2> =+^ C ST-2 ) 

280 N=20 

310 X=I NT C C 20-N .1 /2: P=0 

510 GOSUB 10010: POSITION 1,2:? #G5"TIM 

E: " 5 T 

710 POKE 20, 0: POKE 19, 0: POKE 20,0 
720 IF PEEKt:20)>50 THEN POKE 20, 0:T=T- 
1 
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730 POSITIOM B, 2:? "5‘.IF NOT T 

THEN 8010 

750 IF PEEK<: 764>-255 THEN 720 

7B0 GET #1,AS POKE 764,255:IF ft<65 OR ft 

>90 THEN 1010 

770 IF P<N THEN POSITION X4P,7;? #6"CH 

R$i:fl+ i28:)sp=p+ i5P$t;p, P)=CHR$t;ft;): if P!ii== 

THEN 5010 
780 GOTO 720 

1010 IF ft=126 ftND P>0 THF:n P=P- l: POSIT 
ION X+P, 7s? #6?" "sP^CP+l, P+-l)=*‘ "sGOT 
0 720 

1020 IF ft=32 ftND P<N THEN P=P+lsGOTO 7 
20 

2010 GOTO 720 
5000 REM +=+:DID IT! ! 

5010 SC=SC+ST>=Ts POSITION 7,0:? #6;SC 
5090 ST=ST+lsGOTO 270 
8000 REM +!*:DIDM’T MftKE IT 
8010 POSITION 5,4:? «=B?"bad iucK":FOR 
K=0 TO 200-.NEXT Ksf^’OSITION 5,4:? #B?" 

II 

8020 IF SOHS THEN HS=SC 
8050 GOTO 150 

10000 REM +=+-PRINT UP LETTERS 
10010 POSITION 5,4:? #G*"3et ready" 
10015 POSITION 0,7:? #B”“ 

"sPOSITION 0, Gs? #6;" 

II 

10018 POSITION IMT((;20-N>/2), 6 
10020 P$~:"" :F0R K=1 TO NsR-INTCR 

ND t; 0 ) =+^2B > +B5 : ? #B ? CH R$ C A+ 160 ) ', : L $ ( K , K) 
=CHR3i<:ft) 

10030 SOUND 0, 100, 10, 10:FOR G=0 TO 15: 
NEXT GsSOUND 0,0,0,0sNEXT K 
10050 POSITI ON 5,4: ? #B", " 

10110 RETURN 
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GALAX 

ATTACK 

(24K CASSETTE, 32K DISK) 


In this game you must destroy wave after wave of attack¬ 
ing sinistoids. These disagreeable aliens peel out of their 
formation and swoop down on your ship at the bottom of 
the screen, dropping deadly bombs as they go. 

Destroying a mutant (a multi-coloured sinistoid which 
has mutated after leaving the formation) will gain you 
bonus points depending on the colour of the alien you hit 
before it. Destroying other attacking sinistoids will give 
you between 10 and 40 points. 

Use a joystick in port 1 to move your ship left or right. 
Press the Are button to release a missile. After a delay, 
while the program POKEs in the machine language, the 
title screen will be printed up. 

Press OPTION to change the number of bombs the 
sinistoids can have on the screen at once. Press SELECT 
to alter the level you start on, and START to begin the 
game. After you have been destroyed three times, the 
program will again return to the title screen and display 
the high score. 
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10 REM •+=>i=GftLfiX flTTfiCK 

20 REM Cl iff McConnell 

30 REM H=H:ftLL REMS MAY BE OMITTED 

90 FOR T«153B TO 153GH-2555POKE T, 0:NEX 

T t' 

110 TOP=PEEK (;740) s POKE 106, TOP-5: POKE 
0, TOP-S: STPiRT=^ CTOP-1B) +=25E: CH= C TOP-1S) 
*25B:POKE 1769,CH/256 

120 DVBLONK=STftRT: I VBLFlMK=STPlRT+ 1223: D 
LI ==STFIRT+-1790: USER=STARTh- 1 S02: CLEfiR=ST 
ART+1S22 

125 GRAPHICS 1S:DL.-PEEK<:5E0)+25BH'PEEK«: 
5E1) : SCRN= PEEK C SS> +25G=t=PEEK C89 ) : FOR 0= 
1 TO 11 

127 TRAP 129:? *>6 * 

? :NEXT G 

128 ? #B5 "f=+:>t:+:":GOTO 130 

129 ? #6:G0T0 127 

130 POSITION 9,4:? #6?"gaI ax":POSITION 
11,B:? #G;"attacK" 

135 POKE DL+9, PEEKi;DL+11)+1G:POKE 5427 
6 , 4 

140 N0=-0:N1 = 1 :N2=2:N6=B:G0T0 5010 
200 REM ♦:=+:DATA FOR NEW CHARACTER SET 

210 DATA 0, 0, 0, 0, 0, 0, 0, 0, 0, 126, 219, 255 
, 129, 195, 126, 0, S, 28, 62, 62, 127, 127, 127, 
255,4,14 

211 DATA 31, 31, 63, 63, 63, 127, 2, 7, 15, 15, 
31,31,31,63, 1,3, 7, 7, 15, 15, 15, 31,0, 1,3, 

212 DATA 7, 7, 7, 15, 0, 0, 1, 1, 3, 3, 3, 7, 0, 0, 
0, 0, 1, 1, 1, 3, 0, 0, 0, 0, 0, 0 

213 DATA 0, 1,0, 0, 0, 0, 0, 0, 0, 128, 0, 0, 0, 0 
, 128, 128, 128, 192, 0, 0, 128, 128, 192, 192, 1 
92, 224 

214 DATA 0, 128, 192, 192, 224, 224, 224, 240 
, 128, 192, 224, 224, 240, 240, 240, 248, 64, 22 
4, 240, 240, 248, 248, 248, 252, 32, 112 

215 DATA 248,248, 252,252,252,254,16,56 
, 124, 124, 254, 254, 254, 255, 0, 0, 0, 0, 8, 8, 8 
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, 8 , 0 , 0 , 0 , 0 

2iG DftTPi 4, 4, 4, 4, 0t 0, 0, 0. 2, 2, 2, 2, 0, 0, 0 
» 0J 1> ll ll I 7 0> 0'* 07 07 1 2 Q 7 1 2S 

217 DPiTPl 12B, 12 s, 0, 07 07 07 647 64, 647 647 0 

7 07 07 07 327 327 327 327 07 07 07 07 I 67 IG 7 107 16 

218 DPiTPl 87 87 87 87 0, 07 07 07 4, 47 4, 4, 07 07 0 
7 0, 27 27 27 27 07 07 07 07 1 7 1 

219 DftTA 17 l7 07 0, 0, 07 1287 1287 1287 1287 
7 07 07 0, 647 647 64.7 647 0, 07 07 0, 327 327 32, 3 

220 DATA 0, 07 0, 07 I 67 I 67 16, 16, 07 0, 0, 07 
53, 30, 60, 255, 255, 60, 90, 153, 0, 127, 65, 6 
, 65, 65 

221 DATA 65, 127\ 0, 0, 62, 34, 34, 34, 62, 0, 
,0, 0, 28, 28, 28, 0, 0, 147, 153, 205, 103,51, 

7, 15, 3, 2017 153, 179, 230, 204, 216 

222 DATA 240, 192,-1 
2200 RfEM h-='+=MACHINE LANGUAGE DATA 

2210 DATA 173, 156, 6, 240, 3, 76, 98, 228, 1 
3, 07 211, 106, 106, 106, 176, 35, 173, 133, 6, 
01 7 221 7 144, 66, 206, 132, 6 

2211 DATA 167 61,169,7,1417 1327 6,169,0, 
172, 133, 6, 200, 145, 88, 172, 131,6, 145, 88, 
206, 133, 6, 208, 38, 106 

2212 DATA 176,35,173,133,6,201,239,176 
7 28, 238, 132, 6, 173, 132, 6, 41,7, 141, 132, 6 
,208, 15, 169,0, 172, 133 

2213 DATA 6, 145, 88, 172, 131,6, 145, 88, 23 

8, 133, 6, 173, 142, 6, 208, 58, 173, 133, 6, 56, 
233,20,174,132,6,168 

2214 DATA 169, 0, 224, 4, 144, 9, 145, 88, 200 
7 208, 8, 240, 2, 2407 226, 200, 145, 88, 136, 14 
0, 131,6, 173, 132, 6, 141 

2215 DATA 130, 6, 173, 16, 208, 205, 242, 6, 2 
40, 105,1417 242,6,201,1,240, 98, 169,1, 14 
1, 142, 6, 17-,‘>, lc*07 fc>7 7 

2216 DATA 3, 141, 130, 6, 41,8, 208, 31, 173, 
131,6, 56, 233, 20, 141, 131,6, 168, 177, 88, 4 
17 63, 201,17 208, 43 
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2217 DfiTft 177, SS, 24, 105, G4, 201, B4, 17B, 
26, 162, 0, 1S9, 193, 6, 240, 3, 232, 208, 248, 1 
52, 157,193,6, 169,200, 141 

2218 DftTA 244,6, 169,4, 157, 203,6, 169,0, 
145, 88, 173, 131,6, 24, 144, 7, 173, 131,6, 20 
1, 21, 176, 13, 24, 105 

2213 DPITR 20, 168, 169, 0, 145, 88, 141, 142, 
6, 240, 128, 173, 231,6, 240, 11, 206, 231,6, 2 
08, 17, 173, 230, 6, 141,229 

2220 DRTR 6, 206, 229, 6, 208, 6, 173, 232, 6, 

141.231.6, 160, 4, 185, 115, 6, 208, 54, 173, 2 

31.6, 208, 84, 173, 10 

2221 DftTfi 210, 201, 150, 176, 77, 133, 203, 1 
52,72, 164,203, 177,88, 133, 204,41,63,201 
, 1,240, 5, 104, 168, 24, 144, 56 

2222 DPiTPi 169, 0, 145, 88, 104, 168, 165, 203 
, 141, 164, 6, 162, 0, 134, 205, 173, 164, 6, 56, 
176, 2, 208, 102, 233, 20, 201 

2223 DPlTPi 20, 144, 15, 141, 164,6, 165,205, 
24, 105, 20, 133, 205, 232, 224, 6, 144, 227, IS 
9, 16, 6, 153, 115, 6, 173, 164 

2224 DRTPl 6, 56, 176, 3, 56, 176, 115, 233, 20 
, 74, 170, 189, 24, 6, 153, 120, 6, 238, 157, 6, 1 
73, 10, 210, 41, 15, 153 

2225 DPlTPi 125, 6, 165, 203, 24, 144, 3, 24, 14 

4, 130, 153, 145, 6, 165, 204, 153, 165, 6, 41, 1 
92, 74, 74, 74, 74, 74, 74 

2226 DPITR 170, 189, 196, 2, 192, 0, 240, 3, 15 
3, 191,2, 169, 100, 141,243, 6, 169, 166, 141, 
1,210, 173, 10, 210, 208, 21 

2227 DRTR 173, 10, 210, 41, 1,208, 8, 185, 12 

5, 6, 41,254, 24, 144, 3, 25, 125, 6, 153, 125, 6 
, 185, 125, 6, 74, 170 

2228 DRTR 189, 134, 6, 41, 248, 74, 74, 74, 13 
3, 203, 189, 134, 6, 41,7, 24, 144, 3, 24, 144, 3 
3, 121, 150, 6, 153, 150 

2229 DRTR 6, 201,8, 144, 13, 24, 144, 3, 24, 1 
44, 148, 41, 7, 153, 150, 6, 230, 203, 185, 125, 

6, 41,1,208, 24, 24 

2230 DRTR 144, 3, 24, 144, 63, 185, 120, 6, 24 
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, 101,203, 201,200, 144, 29, 185, 125, 6, 9, 1, 
153, 125, 6, 185, 120, B 

2231 DflTft 56,229,203,201,45, 176, 11,185 
, 125, 6, 41, 254, 153, 125, 6, 24, 144, 217, 153 
, 120, 6, 173, 144, 6, 41, 248 

2232 DPiTft 74, 74, 74, 133, 203, 173, 144, 6, 4 
1, 7, 24, 144, 6, 24, 144, 170, 24, 144, 95, 121, 
159, 6, 153, 159, 6, 201 

2233 DfiTft 8, 144, 7, 41,7, 153, 159, 6, 230, 2 
03, 185, 115,6,24, 101,203, 201,230, 144, 65 
, 152, 72, 170, 188, 115,6 

2234 DftTPl 162, 15, 24, 105, 3, 24, 101,0, 133 
, 204, 169, 0, 133, 203, 145, 203, 136, 202, 16, 
250, 104, IBS, 72, 185, 165, 6 

2235 DR TO 170, 185, 145, 6, 168, 138, 145, 88 
, 104, IBS, 169, 0, 153, 120, 6, 153, 115, 6, 206 
, 157, 6, 192, 0, 208, 5, 169 

2236 DRTfi 4,141,114,6, 24,144,3,153,115 
, 6, 136, 16, 152, 206, 191, 6, 208, 72, 169,2, 1 
41, 191,6, 162, 9, 189 

2237 DPiTfi 180, 6, 240, 30, 189, 170, 6, 73, 8, 
157, 170, 6, 240, 20, 189, 180, 6, 24, 105, 20, 1 
57, 180, 6, 208, 9, 222 

2238 DRTfl 180, 6, 160, 236, 169, 0, 145, 88, 2 
02, 16,218, 173, 227,6,240, 11,206,227,6,2 
08, 17, 173, 226, 6, 141,225 

2239 DRTft 6, 206, 225, 6, 208, 6, 173, 228, 6, 
141,227, 6, 173, 10, 210, 41, 3, 168, 185, 115, 
6, 240, 56, 132, 203, 173 

2240 DPiTtt 190, 6, 201,9, 176, 43, 173, 227, 6 
, 208, 67, 173, 10, 210, 41,3, 208, 60, 162, 0, 1 
89, 180, 6, 240, 5, 232 

2241 DRTft 224,9,144,246,173,10,210,41, 
3, 208, 43, 173, 10, 210, 41,255, IBS, 192, 20, 
144,87,192, 240, 176,83,144 

2242 DPiTft 2,240,79,177,88,41,63,201,1, 
208, 71, 152, 24, 105, 20, 157, 180, 6, 238, 190 
,6, 169, 8, 157, 170,6 

2243 DRTft 208, 54, 164, 203, 185, 115, 6, 56, 
233, 48, 74, 74, 74, 74, IBS, 185, 34, 6, 133, 20 
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2244 DftTPl 233, 44, 74, 74, 74, 24, 101,204, 2 
4, 105, 20, 201,190, 176, 15, 201, 40, 144, 11, 
157, 1S0, 6, 169, 8, 157, 170 

2245 DPiTPl 6, 238, 190, 6, 162, 4, 189, 115, 6, 
240, 39, 189, 214, 6, 208, 34, 173, 142, 6, 73, 1 
,208, 52, 189,235, 6 

2246 DfiTfl 240,78,189,115,6,56, 233,52,7 

4, 74, 74, 74, 168, 185, 34, 6, 133, 203, 189, 12 
0, 6, 56, 176, 3,24, 144 

2247 DfiTfi 71,233,48,74,74,74,24, 101,20 

3, 168, 204, 131,6, 208, 4, 240, 8, 16, 191,200 
, 204, 131, 6, 208, 64, 189 

2248 DftTft 214,6,208,59, 169, 200, 141,244 
, 6, 169, 1, 157, 214, 6, 169, 4, 157, 219, 6, 172 
, 131,6, 173, 133, 6, 56 

2249 DfiTfi 176, 2, 240, 122, 233, 20, 141,131 
, 6, 169, 0, 145, 88, 141, 142, 6, 152, 24, 144, 4 
, 144, 119, 16, 197, 105, 20 

2250 DfiTfi 168, 169, 0, 145, 88, 224, 0, 208, 5 

5, 240, 2, 208, 89, 172, 114, 6, 185, 109,6, 133 
, 203, 152, 10, 10, 10, 10 

2251 DfiTfi 10, 10, 24, 105, 16, 160, 12, 145,8 

8, 136, 145, 88, 136,24, 144, 2, 16, 208, 101,2 
03, 145, 88, 169,60, 141, 192 

2252 DfiTfi 6, 169, 4, 141, 114,6, 165, 203, 16 
0, 17, 208, 17, 189, 165, 6, 74, 74, 74, 74, 74, 7 

4, 141, 114, 6, 24, 105 

2253 DfiTfi 1, lti0, 18, 24, 113,88, 201, 26, 14 
4, 10, 56, 233, 10, 145, 88, 136, 169, 1,208, 23 

9, 145, 88, 240, 53, 173, 133 

2254 DfiTfi 6, 56, 233, 220, 133, 203, 189, 115 
, 6, 201,220, 144, 38, 189, 120, 6, 56, 233, 44, 
56, 237, 132, 6, 74, 74, 74 

2255 DfiTfi 197,203,208,21,234,234,234,2 
34, 234,234,234, 169,1, 141, 155,6,141, 156 
, 6, 141,224, 6, 76, 98, 228, 202 

2256 DfiTfi 16, 140, 173, 192, 6, 240, 17, 206, 
192, 6, 208, 12, 169, 0, 160, 10, 145, 88, 200, 1 
45, 88, 200, 145, 88, 76, 98 
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2257 DRTPI 228, 173, 155, E, 240, 3, 7B, 85, 22 
8, 1B2, 4, 188, 3, 20S, 157, 235, G, 202, 208, 24 
7, 1B2, 3, IBS, 0, 24, 125 

2258 DftTPl 0, 208, 202, IG, 248, 141,235, B, 1 
72, 133, B, 177, 88, 201, IS, 144, 31, 201,26, 1 
7G, 27,5G,233, IS, 5B,233 

2258 DPiTPl 4, 41, 7, 205, 132, 6, 240, 2, 144, 1 
^o8, 4::.4::.4, B, jtloo, Iw/t-i, G, ^-0*8, 1%->B, B, 7B, 8»j, 
228, 200, 177, 88, 201 

2260 DPlTft 18, 144, 31,201,26, 17B, 27, 56, 2 
33, IS, 56, 233, 4, 41, 7, 205, 132, 6, 240, 2, 17 
6, 12, 238,224, 6, 238 

2261 DPiTft 155,6,238,156,6,76,85,228,20 

G, 240, 6, 208, 8, 168, 141,240, 6, 141, C'0, 2 

08, 165, 0, 24, 105, 7 

2262 DPITPI 153, 204, 168, 0, 133, 203, 162, 4, 
188, 115,6, 240, 20, 188, 214, 6, 208, 15, 138, 

72, 162, 15, 188, 0, 6, 145 

2263 DPlTft 203, 136, 202, 16, 247, 104, 170, 1 
88, 204, 202, 16, 226, 162, 4, 188, 214, 6, 240, 
106, 138,72, 188,219, 6, 10, 10 

2264 DPITPI 10,10,170,104,72,24, 101,0,24 
, 105, 3, 133, 204, 168, 0, 133, 203, 104, 72, 17 
0, 188, 115, 6, 188, 219,6 

2265 DPiTPi 208, 36, 162, 25, 168, 0, 145, 203, 
136, 202, 16, 250, 104, 170, 206, 234, 6, 208, 9 
, 238, 155, 6, 238, 156, 6, 76 

2266 DPiTft 85, 228, 168, 0, 157, 115, 6, 157, 2 

14, 6, 240, 35, 169, 15, 133, 205, 138, 24, 105, 

15, 170, 189, 45, 6, 145, 203 

2267 DPlTfl 202, 136, 198, 205, 16, 245, 104, 1 
70, 206, 245, 6, 208, 8, 168, 2, 141,245, 6, 222 
, 219, 6, 202, 16, 142, 172, 133 

2268 DRTfi 6, 173, 132,6, 24, 105,2, 145,88, 
24, 105, 8, 200, 145, S3, 173, 142, 6, 240, 11,1 

73, 131,6, 24, 105,20 

2269 DfiTft 168, 169, 0, 145, SS, 172, 131,6, 1 
73, 130, 6, 24, 105, IS, 24, 105, 64, 145, 83, 16 
2, 4, 189, 120, 6, 157, 255 

2270 DftTft 207,202,208,247,173,120,6,14 
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1.7.208.24, 105,2, 141,6,208,24, 105,2, 14 

1.5.208.24, 105,2, 141 

2271 DftTA 4, 208, 162, 9, 1S8,180,6,240,93 
, 192, 240, 176, 20, 192, 20, 144, 16, 177, 88, 2 
40, 6, 41,63, 201, 1,240 

2272 DPITA 6, 189, 170,6, 24, 144,44, 188, 18 
0, 6, 177, 88, 41, 63, 201, 1,240, 4, 169, 0, 145 
,88, 189, 180, 6,56 

2273 DATA 233,20, 168,177, 88, 41, 63, 201, 
1, 240, 4, 169, 0, 145, 88, 206, 190, 6, 169, 0, 1 
57, 180, 6, 240, 25, 188 

2274 DATA 180, 6, 24, 105, IS, 145, 88, 152, 5 
6, 233, 20, 168, 177, 88, 41,63, 201, 1, 240, 4, 
169, 0, 145, 88, 202, 16 

2275 DATA 155, 206, 213, 6, 208, 91, 169, 2, 1 
41,213, 6, 162, 9, 188, 193, 6, 240, 34, 189, 20 
3, 6, 208, 21, 169, 0, 157 

2276 DATA 193, 6, 206, 234, 6, 208, 9, 238, 15 

5, 6, 238, 156, 6, 76, 95, 228, 169, 223, 24, 105 
, 33, 145, 88,222,203,6 

2277 DATA 202, 16, 214, 173, 243, 6, 240, 13, 
24, 105, 5, 144, 2, 16S), 0, 141,243, 6, 141, 0, 2 
10, 173, 244, 6, 240, 19 

2278 DATA 162, 136, 56, 233, 10, 80, 3, 169, 0 
, 170, 141,244, 6, 141,2, 210, 142, 3, 210, 76, 
95, 228, 72, 173, 233, 6 

2279 DATA 141, 10, 212, 141,9, 212, 104, 64, 
104, 169,0, 141, 155, 6, 141, 156, 6, 173, 224, 

6, 208, 5, 173, 234, 6, 208 

2280 DATA 246,96,104,165,0,24,105,3,13 
3, 205, 169, 0, 133, 204, 162, 5, 160, 0, 152, 14 
5, 204, 136, 208, 251,230, 205 

2281 DATA 202,208, 246, 96, 0, -1 
3200 REM ♦:=+:PAGE SIX DATA 

3210 DATA 0, 0, 0, 24, 60, 126, 219, 219, 255, 
195, 102, 60, 24, 0, 0, 0, 56, 72, 98, 104, 102, 1 
18,134,150,58,74 

3211 DATA 90, 106, 122, 138, 154, 170, 186,2 
02, 0, 20, 40, 60, 80, 100, 120, 140, 160, 180, 2 
00, 0, 0, 0, 42, 42, 28, 28 
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3212 DftTfl 127, 127, 28, 28, 42, 42, 0, 0, 0, 0, 
0, 0, 0, 62, 62, 34, 34, 34, 34, 62, 62, 0, 0, 0, 0, 
0 

3213 DfiTtt 0, 0, 0, 0, 28, 28, 20, 20, 28, 28, 0, 
0, 0, 0, 0, 0, 0, 0, 0, 0, 0, 28, 28, 28, 28, 0 

3214 DftTfi 0,0, 0,0, 0, 1,2, 4, 8,0, 0,-1 
5000 REM ♦:=+:POKE IN CHftRftCTERS 

5010 POSITION 8,7:? #M6; "PLEASE*!=+=WftIT" 
:TRAP 5110 :for M=CH TO CH+66G6:READ A: 
POKE N, A:NEXT N 
5100 REM ^H^POKE IN ML 

5110 POSITION 7,7:? #N6‘, "NOT>LONG=+=TO=+-G 
0":TRAP 5210:FOR N=START TO START+G6G6 
:READ a:poke N, A:NEXT N 
5200 REM **=POKE IN PAGE 6 DATA 
5210 POSITION 6,7:? #M6?“NEARLY**FIMIS 
HED'':TRAP 5310: for N=153B TO 9999: READ 
A:POKE N,A:NEXT N 
5300 REM 

5310 POKE 1743,Ni:POKE 1727,Nl:POKE 17 
63,Nl:POKE 1767,Ml:POKE 1691,Nl:POKE 1 
692,Nl:SC=N0:HS=N0:LEVEL=N1:B0=9 

5410 GRAPHICS 18:POKE 53277, 3:POKE 559 
,62:POKE 54279,TOP-8:POKE 1781,2 

5411 POSITION N0,N0:? #NG;"hish"?HS;" 

"?:POSITION 10,N0:? #N6;"scor 

e"?SC;'' 

5412 POSITION N0, Nl:? #N6’"Press:'■: ? # 
N65"st,ar^ TO START GAME" 

5414 ? #N6; "select LEVELLEVEL 
5416 ? #NG5"option BOMBS:"?BO 
5420 IF PEEKC53279)=6 THEN 10001 
5430 IF PEEK(53279) =5 THEiiN 6010 
5440 IF PEEKC53279)03 THEN 5420 
5450 REM H-:,f:PRESSED OPTION 
5460 B0=(B0+N1)*=(B0<9) : POSITION 13,4:? 
#N6;BO 

5470 IF PEEK(53279)=3 THEN 5470 

5480 GOTO 5420 

6000 REM ♦:*PRESSED SELECT 
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6010 LEVEL=LeVELH-=t ;level <9) + 1 : POSITION 
13,35? #MG;LEVEL?" " 

6020 IF PEEKC53279)=5 THEN 6020 
6030 GOTO 5420 

10000 REM +:+:START DfiME 

10001 POKE 0, TOP--S5ft=USRi;CLEftR) 

10005 ? #N6;CHR^(;i25) 5 POSITION 15,N05? 

#NG;"00000" 

10007 POKE 542SG, N0:HI-INTi;iVBLflMK/25G 
) 5 POKE 547, HI 5 POKE 546, IVBLANK-HI:+=256: 
HI = INT<;DVBLflMK/256) s POKE 549, HI 
1000S POKE 548, DVBLftNK-HI=+=25GsHI = IMT(:D 
LI/256>:P0KE 513, HI: POKE 512, DLI-HI»»=25 
6:P0KE 54286,192 

10009 POKE DL+-3, PEEK!DL+3>+128 

10010 SC=N0:SHIPS=N2+N1:STftGE=LEVEL 
11010 ALIENO=20+STAGE+N2:K=S:N=0. S+STA 
GE+0. 2:IF N>3 THEN N=3 

11020 IF K>1B THEN K=1B 
11030 IF ALIEMO>40 THEN ALIENO=40 
11040 POKE 1BS0, KsPOKE 1770,ALIENO:FOR 
K=0 TO 7: POKE 1B70+K, K>=N: NEXT K 
11050 POKE 1762,20:POKE 1764,20:POKE 1 
766,100:POKE 1768,20 

11060 N=INTt: CALIEMO-Nl )/10) :K=ALIENO-N 
*10: X=t;21- (:K+N2>)/N2: POSITION X, N+N1:F 
OR Y=1 TO K:? #NB?"! ";:NEXT Y 
11070 POSITION Nl,Nl:FOR Y=N1 TO ALIEN 
0-K:? #NG;"! "; 

11075 NEXT Y:POSITION N0,N0;? #NG?"sta 
g©";STAGE?" ":FOR K==Ni TO 200:NEXT 

K:POSITION N0,N0:? #N6?" 

11077 FOR T=N0 TO 4:POKE 1750+T,N0:POK 
E 1755+T, N0:NEXT T 

11080 FOR K=N0 TO 4:POKE 1771+K,N0:NEX 
T K:POKE 53278,N0:POKE 1760,N0 

11081 POKE 1767,50:POKE 77, N0 

11082 POKE 712,0:POKE 711,56:POKE 710, 
200-.POKE 709, 138: POKE 708,40 
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11030 Pi=SCRN+PEE:K(: 16B7) : IF PEEK<;ft)>Sl 
AND PEEKCA> <99 THEM POKE A, M0 
11091 IF PEEK< A-i-20;> > S1 AND PEEKC A+20.•) < 
99 THEN POKE A+-20T N0 

11093 FOR K=:M0 TO 9sN=SCRN+PEEKt: 1716+K 
):IF PEEK(;N)>17 AND PEEK CM) <35 THEN PO 
KE N, M0 

11095 IF PEEK(:N+20) > 17 AND PEEK(:N+-20) < 
35 THEM POKE M+20, N0 

11097 NEXT K:P0KE SCRN+PEEKC16B9>,N0:P 
OKE SCRM+PEEK C 1669) +■ I, NO 

11098 FDR G==0 TO 4: IF PEEK'i; 1G51+G> > 20 
THEN A=t;T0P”5+G)>t-25G-+PEEK(;i65H-G) :FOR 
K=A to A-20 STEP -■l:POKE K, N0:NEXT K 

11099 NEXT G:F0R T==N0 TO 4: POKE 1B51+T 
,N0:MEXT T:POKE 1669, 230:POKE 1667,210 
12000 REM 

12010 FOR K=N0 TO 9:POKE i716+K,N0:NEX 
T K:POKE 1726,9-BO 

12011 POKE 1691, Nl:POKE 1692,Nl:POKE 1 
778,N0:POKE 1760,N0 

12016 TRAP 12020:WA-USR(;USER>: SOUND N0 

, N0, N0,M0:SOUND Nl, N0,N0,N0 

12020 IF PEEK(;i760)>N0 THEN 15010 

12030 STAGE==STAGE+N1 s GOTO 11010 

15000 REM =t=H<PLAYER DIED 

15010 SHI PS=--SHI PS-Nl ; POSITION M0, N0:? 

#NG5"SHIPS LEFT:";SHIPS;" 

15015 POKE SCRN+PEEKCIGGS),38:POKE SCR 
N+PEEK<1669)+N1,39;F0R 3=200 TO N0 STE 
P -3:SOUND M0, T,6,10:NEXT T 
15020 POKE SCRN+PEEK(;i669), N0: POKE SCR 
N+PEEK <■ 1669) +M1, M0: SOUND N0, N0, N0, N0 

15045 FOR K=N0 TO 4:IF PEEKCi651+K)>N0 
THEN POKE SCRM+PEEK C1681+K) , PEEK i.' 1701 

•+-K> 

15046 NEXT K 

15048 POSITION M0,N0:? #N6;" 

II m 

15049 SC= PEEK < SCRN+18) -16+ C PEEK < SCRN4-1 
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7 ) -16) += 10+ C PEEK (. SCRN4-1B) -1G ) += 100+- C PEEK 
CSCRN+15)-lG>H^i000 

15050 FDR K==N0 TO 4: IF PEEKC 1750+K) > N0 
THEN POKE 1750+ K, M05 POKE 1770,PEEKC17 

70)-N1 

15051 NEXT K5 POKE 1693, N0:IF PEEKC1729 
) = 1 PiND PEEKf:i739) <2 THEN POKE 1739,2 
15053 SC=SC*10!IF SHIPS>N0 THEN 11080 
15055 IF sons THEN HS=SC 

15060 POSITION M0, N0:? #NB’, " game 

over ":F0R K=M1 TO 120:NEXT K:GOT 

0 5410 
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CHOPPER 

MISSION 

(24K CASSETTE, 32K DISK) 


Hostages have been released from a plane half a mile in 
the air; an anti-gravity ray has fortunately been put in 
place to slow their descent, but there are other threats to 
their survival. On this rescue mission, at the controls of 
your chopper, you must rescue these falling unfortunates 
before four enemy helicopters and two enemy trucks 
destroy them. 

POKE in the machine language and the title screen will 
appear on the screen. Press SELECT to change the stage 
youstarton, andSTARTto begin the game. Useajoystick 
in port 1 to move left and right. Press the fire button to go 
up. Ten points, multiplied by the stage, are awarded for 
every rescued man. The high score is displayed at the 
end of the game. 


10 REM +=+CHOPPER MISS.TOM 
"20 REM Cl iff Me: Corine I I 

30 REM REMS MftY BE OMITTED 

90 READ N0, N1, N2, IMG, M, PHITE, PROS, MPDSL 
0, MPOSHI,CHITE,CPOS,DVFLftG,MSPEED,TSPE 
ED, TPOS0, TPOSl, eSPEED, TIMER, SHCOLL, PO 
120 TOP=PEEK<;10G:) : IVFLflG=1747:MCHPlR=lB 
9GsSTfiRT=M; (:TOP-iG>^=25G)+230: P0S=N2:DIM 
CHSi <: 1G .1 ! CH*= *' c hopF>e r m i ss i on " 

125 DOT A 0, 1,2, G, 0, 208, 209, 1706, 171G, 1 
729, 1732, 1741, 1743,1751,1753, 1754, 1755 
,17G6,1760,25G 

130 DLI=START+111G!DVBLANK=START+425IV 
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BLftNK=STftRT+850:DLI2=STfiRT+l144:USER=D 

LI2+-22 

200 REM 

220 MYPE=PEEK(:i0B)-8:POKE M+Nl, MYPE: PO 
KE M, N0 

225 POKE 108,MYPE+N2+N1:GRAPHICS 18:PO 
SITION 4,NG:? #N6;"PLEASE WAIT":GOSUB 
12010 

230 A=MYPE:+^PA: FOR G=7B8 TO 2048: POKE A 
h-G, N0:IMEXT G:POKE 712, 224:P0KE 70S, &2: 
GOSUB 12010 

240 FOR G==MPOSHI TO MPOSHI+9: POKE G, N0 
:NEXT G 

250 FOR G=CHITE TO CHITE+IM2: POKE G, 100 
“.NEXT G:F>OKE TPOS0, 35: POKE TPOS1,210 
2B0 FOR G=200 TO 207: READ N:POKE G+A+-1 
280, M:POKE G+A+ i53B, N:MEXT G:POKE 711, 
2B:GOSUB 12010 

265 DATA B3,G3,255,191, 191,255, 255, 82 

270 POKE 54279,MYPE:POKE 559,62:POKE 5 

3277,3:POKE 705,120:POKE 706,204:POKE 

707,46:POKE 709,70:POKE 710,212 

275 GOSUB 12010 

280 GOSUB 10010 

310 GOSUB 11010 

320 POKE IVFLAG,N1:POKE DVFLAG,Ml:? #N 
6*,CHR5i;a25) ; : A=USR<:start ): poke 1759, 5: 
POKE 1758,5 

470 FOR G=N0 TO N2 s POKE 53253+G, 53+G=+=7 

0:NEXT G:POKE 53252,123 

500 REM **CHECK FOR START 

505 POSITION M0,N0:? #N6;" PLEASE PRES 

3 START •‘:FOR K==M1 TO 50= IF PEEKC53279 

>=NG THEN 1020 

520 NEXT K 

530 POSITI ON N0, N0 : ? #N6 ? " sc or e-" “, SC ? " 
“.POSITION 11,N0:? #N6; " h i sh" “, HS 

m It II 

540 FOR K==N1 TO 200: IF PEEKC53279) =NG 
THEN 1020 
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550 NEXT K:D0T0 505 
1000 REM =+=H-:STPlRT GAME 

1020 FOR K=N0 TO 9: POKE MCHPiR+K, N0: POK 
E MPOSHI+K, IM0! ME XT K 

1030 CH0PPERS==N2+N1 s SCREEN=PEEK CSS) +25 
G+PEEKCS9) :STPIGE=M1 sSC=M0 
1035 FOR K==N0 TO 9: HI-INT C CSCREEN+20+2 
+K)/25G)s POKE 1772+K, CSCREEN+20+2+K)-H 
1+256:POKE 1782+K,HI:NEXT K 

1037 MLEFT=N0:POKE 1765,9 

1038 FOR K=N0 TO 9:IF PEEKC17S2+K)>0 T 
HEN MLEFT=MLEFT+N1 

1039 NEXT K:MSPlVED“N0 

1060 K=INTCSTftGE/7> :G=IMTCSTPlGE/13) : PO 
KE MSPEED,STfiGE+3:POKE TSPEED,4+N2+CST 
PlGE~K+7) :POKE CSPEED, 2+STfiGE-G+13 
1065 IF PEEK(:MSPEED)>24 THEM POKE MSPE 
ED, 24 

1110 FUEL==1000+ABS C 11 -STAGE ) +100 

1140 POSITION N0, N0S? #N6;'' STAG 

E •• ; STAGE; : SOUND N0, 255, 10, 

S: SOUND 1,254,10,8 

1141 FOR K=N0 TO N2sPOKE CPOS+K,45:NEX 
T K 

1142 POKE PHITE,160:POKE PPOS,120:FOR 
K=1024 TO 1280:POKE MYPE+PA+K,N0:NEXT 
K:PDKE 207,16 

1143 POKE 53278,N0:FOR T=N0 TO M2+N2sP 
OKE T+1760,N0:NEXT T 

1145 ? #N6;CHR*C125) ?-.POSITION N0, N0:? 
#N6;"scor©"5SC:POSITION 12,N0:? #N6;" 

fuel"?FUEL 

1146 COLOR 129:PL0T N0, ll:DRAWTO 19,11 

1147 FOR G==100 TO 103: POKE MYPE+PA+76S 
+G, 252: NEXT G:POKE 53260,255 

1148 FOR G=140 TO 143:POKE MYPE+PA+76S 
+G, 3:NEXT G 

1149 POKE 704,30:SOUND N1,N0,N0,N0 

1150 SOUND N0,200,12,N2:A=USRCUSER):GO 
TO 2010+1000+PEEK C 24) 
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2000 REM *^HF|JEL OUT 
2010 GOTO 5010 
3000 REM +-H-CMEMY HIT MftM 
3010 N=0 

302.0 IF PEEK(:5.3253+N)>N0 THEM 3050 
.3030 N=N+MlsIF N<N2+M1 THErIN 3020 
•3040 GOTO 3031 

•3050 FLPlG=M0: ft=CPOS+N: B=CHI TE+M: GOSUB 
3010 

3052 C0L=’^INT(;C0L/2) 

3055 E<=PEEK C MPOSLO+COL ) h-PA+PEEK C MPOSH I 
■t-COL.l-SCREEN+20 

3060 IF PEEK«;MCHAR + C0L.> <> 42 AND PEEE^CM 
POSHI + COL.) <>0 THEN 3080 
.3070 A=TPOS0+N! GOSUB 30i0:COL=--INTi:COL./ 
2 ) 

.3075 IF PEEK(:MCHAR+C0L.')=42 THEN FLAG=N 
1 

.3080 IF PEEKCMPOSHI + COL.l^NO THEN 3031 
.3081 POKE MCHAR+COL, N0:K==PEEK«:MPDSLD+C 
OL)+PA+^PEEK(MPOSHI+COL) :POKE MPOSHI+CO 
L,N0:POKE K,N0!POKE MPOSLO+COL,N0 
3082 POKE 1772+COL, N0:POE<E 17S2+C0L, N0 

3085 IF FLAG=M0 THEN POKE K+20, N0 

3030 MLEFT=MLEFT-M1:F0R T=N0 TO 2000 S 
TEP 80! SOUND N0, T, 10, 10!NEXT T 

3031 POKE 53278,N0!FOR T=N0 TO 4:POKE 
17S0+T,M0:NEXT T 

3032 SOUND N0,N0,N0, N0:IF MLEFT>N0 THE 
N 3100 

.3035 IF MSAVED=N0 THEN CHOPPERS=N0:GOT 
0 5030 

.3037 GOTO 7510 
3100 GOTO 1150 

4000 REM ++PLAYER RESCUED MAN 
4010 A=PF»OS: GOSUB 3010 
4015 C0L=--=INTc:C0L/2.> : G==PEEK <:MCHAR+C0L.'> 
4020 f=>OKE MCHAR+COL, N0:K=PEEKt:MPOSLO+C 
OL .> +PA+PEEK t: MPOSH I+COL .1 : POKE MPOSH I+CO 
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L,M0:POKE K,N0 s POKE MPOSLO+COL,N0 

4030 IF 0 0 42 THEN POKE K+20, N0 

4040 MSFiVED=MSAVE:D+M1 !MLEFT=MLEFT-N1 

4045 FOR T=255 TO N0 STEP --5s SOUND N0, 

N0, N0, M0 5 SOUND N0, T, ;l.0, 10s NEXT T 

4050 IF MLEFT=::N0 THEN 7510 

4060 FOR G=M0 TO M2-+ N2: POKE SHCOLL+D, N 

0 5 ME XT G:POKE 5327S,M0 

4070 GOTO 7010 

5000 REM h=h:PLF)YER HIT ENEMY 

5010 CH0PPERS==CHDPPERS-1 

5011 POSITION M0,N0S? #M6;" CHOPPERS L 
EFTS";CHOPPERS;" 

5012 FOR T=10 TO M0 STEP -0. 2:BOUND N0 
, 150“ RMD C 0) 1 0 HO-, 8, T s ME X T T 

5020 IF CHOPPERS)0 THEN 1110 

5030 POSITION N0,N0:? #M6;" game 

over " 

5035 IF SOHS THEN HS=SC 

5040 FOR T=M0 TO 400:NEXT TsGOTO 505 

7000 REM 

7010 SC=^SC-i-10+^STfiGE: POSITI ON N0, N0: ? # 
MG?“score";SC 
7020 GOTO 1150 
7500 REM 

7510 STFlGE=STfiGE-^M 1 

7520 FUEL=^ t: PEEK C SCREENh- 16) -• 16 ) •+100+1.' PE 
EK C SC REEN+17> -• 1G ) +10+PEEK (SCREEN+-18) -• 1 
G 

7530 SC=SC+1NT C FUEL/10)+10 
7540 POSITION 5,N0s? #NG;SC 
7545 MLEFT=N0 

7550 FOR G=0 TO 9: IF PEEKi! 17S2+G) > N0 T 
HEN MLEFT=ML..EFT+N1 
7560 NEXT G 

7570 POSITION «;20-MLEFT)/2, MGsFOR G=1 
TO MLEFTs? #NG?"J"5:NEXT G 
7580 GOTO 1037 
9000 REM 

9010 COL= <; PEEK c: ft ) -40 ) /8 
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9020 HITE=I NT C(PEEK C B)-22)/16) 

S^030 RETURN 

10000 REM +=>»-=POKE IN MACHINE LANGUAGE 
10010 N=START:RESTORE 32000 
10015 FOR K==l TO 4 

10020 READ A: IF AO-Nl THEN POKE NrA:N 

==N+Ml;GOTO 10020 

10025 GOSUB 12010!NEXT K 

10030 K= I NT <; DLI / PA ) ! G= I NT ( DL12/ PA ) ! POK 

E DLI2+-N2, KiPOKE DLI+N2» G: POKE STARTh-2 

0, G 

10035 POKE DL 12+NG-+ Ni, DL I -K=+=PA! POKE DL 
I+Ne;+Nl 7 DLI2-G>f=PA: POKE START+25, DLI2-G 
+=PA! G= I NT C DVBLANK/ PA > 

10040 K=INT(;iVBLANK/PA) : POKE START+N2+ 

N2, GiPOKE START+13,K!POKE START+NG,DVB 
LANK-GH=PA 

10050 POKE START+15, IVBLANK-K>:PA!RESTD 
RE 32100!N-N0 

10060 READ A! IF AO-Nl THEM POKE 1536+ 
N,A:N=N+N1:G0T0 10060 

10070 DLIST«PEEK<:5G0) +256+PEEK C561) : PO 
KE DLIBT+N2+N1,PEEK C DLIST+M2+N1)+128:P 
OKE DLIST+14,PEEKCDLIST+14)+12S 
10100 RETURN 

11000 REM +:+POKE IN NEW CHARACTER SET 
11010 CHBASE=MYPE-N2:A=CHBASE+25B 
11030 RESTORE 11100 

11040 READ N:IF NO-Nl THEN FOR G=N0 T 
0 7!RE:AD K:PDKE A+N+S+G, KiNEXT GiGOTO 
11040 

11045 POKE 1757,CHBASE 
11050 RETURN 

11100 DATA 26, 24, 60, 24, 255, 24, 24, 36, 10 

11110 DATA 34,0,0,0,0,0,0,0,0 
11120 DATA 27, 0, 24, 60, 24, 255, 24, 24, 36 
11130 DATA 35,102,0,0,0,0,0,0, 0 
11140 DATA 28, 0, 0, 24, 60, 24, 255, 24, 24 
11150 DATA 36, 36, 102, 0, 0, 0, 0, 0, 0 
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11160 DftTA 
11170 DPiTPl 
111S0 DPiTft 
11190 DPiTA 
11200 DATA 
11210 DATA 
11220 DATA 
11230 DATA 
11240 DATA 
11250 DATA 

11270 DATA 
2 

112S0 DATA 
11290 DATA 
11300 DATA 
12000 REM 
12010 FOR 
6?CH$i:P 0S-1, POS-1) ; ;P0S=P0S+ N1 
12020 SOUND M0,100,10,10SFOR T=N1 TO 1 
0:NEXT T:SOUND N0,N0,N0, N0:NEXT GsRETU 
RN 

32000 DATA 104,169,7,162,128,160,42,32 
, 92, 228, 169, 6, 162, 131, 160, 82, 32, 92, 228 
, 169, 132, 141, 1,2, 169, 120 

32001 DATA 141,0,2,173,15,212,41,64,24 
0, 249, 169, 192, 141, 14, 212, 96, 173, 205, 6, 
240, 3, 76, 98, 228, 165, 207 

32002 DATA 41,128,24,42,42,77,16,208,2 
40,21,165,207,41,127,208,10,165,207,73 
, 128, 133, 207, 230, 207, 208, 21 

32003 DATA 198,207,56,176,16,230,207,1 
65, 207, 41,63,208,8,165,207,41, 128,9,63 
, 133, 207, 173, 16, 208, 208, 68 

32004 DATA 206,222,6,208,63,173,223,6, 
141,222,6,165,88,24,105,16,133,205,165 
, 89, 105, 0, 133, 206, 160, 2 

32005 DATA 177,205,24,136,113,205,136, 
113, 205, 201, 48, 240, 29, 160, 2, 177, 205, 20 
1,16, 208, 10, 192, 0, 240, 17, 169 


29, 0, 0, 0, 24, 60, 24, 255, 24 

37, 24, 36, 102, 0, 0, 0, 0, 0 

30, 0, 0, 0, 0, 24, 60, 24, 255 

38, 24, 24, 36, 102, 0, 0, 0, 0 

31, 0, 0, 0, 0, 0, 24, 60, 24 

39, 255, 24, 24, 36, 102, 0, 0, 0 

32, 0, 0, 0, 0, 0, 0, 24, 60 

40, 24, 255, 24, 24, 36, 102, 0, 0 

33, 0, 0, 0, 0, 0, 0, 0, 24 

41,60, 24, '255, 24, 24, 36, 10*2, 0 

42, 24, 60, '24, '255, 24, 24, 36, 10 

1, '255, '255, 0, 0, 0, 0, 0, 0 
0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 
-1 

+==+=PRIMT+^*CHOPPER MISJSION 
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3200G DPlTA 25, 145, 205, 20S, 8, 56, 233, 1, 1 
45,205,24,144,3,136,16,229,165,207,41, 
48, 74, 74, 74, 74, 133, 203 

32007 DRTft 165,207,41,15,24,109,206,6, 
141,206;, 6, 201, 16, 144, 7, 41, 15, 141,206, 6 
, 230, 203, 165, 207, 48, 9 

32008 DATA 165,208,56,229,203, 133,208, 
208,60, 173, 8,208,24, 109, 9,208, 109,10,2 
08, 109, 11,208, 41,1,208, 7 

32009 DATA 169,0,141,212,6,240,17,173, 
212, 6, 208, 21, 173,213, 6, 208, 7, 169, 1, 141 
, 212, 6, 208, 9, 165, 208 

32010 DATA 24, 101,203, 133, 208, 208, 10, 1 
65, 207, 16, 4, 169, 128, 133, 207, 165, 208, 20 
1,42, 176, 8, 169, 0, 133, 207, 169 

32:011 DATA 42, 133, 208, 201,190, 144, 8, 16 
9, 128, 133, 207, 169, 190, 133, 208, 173, 0, 21 
1, 106, 106, 106, 176, 13, 198, 209, 173 

32012 DATA 210, 6, 41, 2, 141,210, 6, 24, 144 
, 13, 106, 176, 10, 230, 209, 173, 210, 6, 9, 1, 1 
41,210, 6, 165, 209, 201, -1 

32013 DATA 45,176,4,169,45,133,209,201 
, 200, 144, 4, 169, 200, 133, 209, 162, 2, 173, 2 
19, 6, 74, 74, 74, 133, 203, 173 

32014 DATA 219, 6, 41,7, 24, 109, 220, 6, 141 
, 220, 6, 201,8, 144, 7, 41,7, 141,220, 6, 230, 
203, 173, 10, 210, 41 

32015 DATA 63,208, 34,173, 10,210,41, 15, 
157, 190, 6, 24, 144, 3, 24, 144, 235, 74, 74, 41 

1 o/i <7k C OQ 1 Qd C 

32016 DATA 24,144,5,189,199,6,41,254,1 
57, 199, 6, 189, 190, 6, 106, 144, 13, 133, 205, 
189, 193, 6, 56, 229,203, 157 

32017 DATA 193,6,165,205,106,144,13,13 
3, 205, 189, 193, 6, 24, 101, 203, 157, 193, 6, 1 
65, 205, 106, 144, 13, 133, 205, 189 

32018 DATA 196, 6, 24, 101,203, 157, 196, 6, 
165, 205, 106, 144, 14, 176, 3, 24, 144, 174, IS 
9, 196, 6, 56, 229, 203, 157, 196 

32019 DATA 6, 189, 193,6, 201,42, 176, 13, 1 
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89, 190, 6, 73, 1, 157, 190,8, 169, 42, 157, 193 
, 6, 201, IBS, 144, 13, IBS 

32020 DftTA 168, 157, 193, B, 189, 190, 6, 73, 

2, 157, 190, 6, 189, 19B, B, 201,45, 17B, 19, 17 

3, 10, 210, 157, 190, B, 189 

32021 DATA 199, B, 9, 1, 157, 199, B, 1B9, 45, 
157, 196, 6, 201, 195, 144, 19, IBS, 195, 157, 1 
9B, 6, 173, 10, 210, 157, 190 

32022 DATA 6, 189, 199, 6, 41,2, 157, 199, 6, 
202, 48, 3, 24, 144, 152, 173, 207, 6, 74, 74, 74 
,74, 133,203, 173,207 

32023 DATA 6, 41, 15, 24, 109,208, B, 141,20 

8 , 6, 201, IB, 144, 7, 230, 203,41,15, 141,208 
, 6, 166, 203, 240, 50, 238 

32024 DATA 209,6,173, 209,6,41,7, 208,93 
, 141,209,6, 160,9, 185, 1B0, B, 41, 63, 201,4 

2, 240, 76, 185, 180, 6, -1 

32025 DATA 240, 71, 132,204, 133,206, 185, 
170,6, 133,205,169,0, IBS, 145, 205,164,20 

4, 165,205,24, 144, 3, 24,144,53 

32026 DATA 105,20, 153, 170, 6,165,206,10 

5, 0, 153, 180, 6, 185, 170, 6, 24, 105, 20, 133, 
205, 185, 180, 6, 105, 0, 133 

32027 DATA 206,160, 0,177,205,240, 12, 16 
4, 204, 185, 160, 6, 41, 192, 9, 42, 153, 160, 6, 
164,204,136,16,168,202,208 

32028 DATA 150,173,209,6,24,105,26,133 

, 203, 162, 9, 189, 160, 6, 41, 63, 201,42, 240, 
10, 189, 160, 6, 41, 192,5 

3202S DATA 203, 157, 160, 6, 202, 16, 234, 17 

3, 215, 6, 74, 74, 74, 74, 133, 203, 173, 215, 6, 
24,109,216,6,141,216,6 

32030 DATA 201, 16, 144,7, 41,15,141,216, 

6 , 230, 203, 173, 217, 6, 56, 229, 203, 141, 217 
,6, 173,218, 6, 56, 229,203 

32031 DATA 141,218,6,173,8,208,24,109, 

9, 208,109, 10, 208,109, 11, 208,41,1, 141,2 
Ic*, 6, lhp2, --'i 189, 4, 208 

32032 DATA 157,224,6,202,16,247,173,12 
, 208, 141,228, 6, 141,30, 208, 76, 98, 228, 16 
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2, 2, 189, 19B, 6, 157, 1, 20S 

32033 DftTfi 202, 16, 247, 173, 211,6, 240, 3, 
76, 95, 228, 162, 2, 173, 210, 6, 41,2, 208, 7, 1 
89, 199, 6, 9, 2, 208 

32034 DftTPl 5, 189, 199, 6, 41, 253, 157, 199, 
6 , 202, 16, 231, 173, 210, 6, 73, 2, 141,210, 6, 
168, 169, 0, 192, 0, 240 

32035 DftTft 6,24,105,24,136,208,250,133 
, 203, 170, 165, 1,24, 105, 4, 133, 206, 169, 0, 
133,205,169,24,133,204,164 

32036 DfiTR 208, 189, 0, 6, 145, 205, 200, 232 
, 198, 204, 208, 245,162,2,188,199,6, 169,0 
, 192, 0, 240, 6, 24, 105, 24, -1 

32037 DPiTfi 136, 208, 250, 157, 202, 6, 202, 1 
6 , 235, 174, 202, 6, 169, 24, 133, 204, 172, 193 
, 6, 230, 206, 189, 0, 6, 145, 205 

32038 DPITR 200, 232, 198, 204, 208, 245, 174 
, 203, 6, 169, 24, 133, 204, 172, 194, 6, 230, 20 
6 , 189, 0, 6, 145, 205, 200, 232, 1S3S 

32039 DPITPI 204, 208, 245, 174, 204, 6, 169, 2 

4, 133, 204, 172, 195, 6, 230, 206, 189, 0, 6, 14 

5, 205,200,232, 198,204,208,245 

32040 DPlTft 162, 9, 160, 0, 189, 170, 6, 133, 2 
05, 189,180,6, 133,206,189, 160,6,41,63,2 
01,42, 208,8, 189,160,6 

32041 DftTft 145, 205,24,144,26, 189,160,6 
,145,205,165,205,24,105,20,133,205,165 
,206,105,0,133,206,189,160,6 

32042 DATft 24,105,8,145,205,202,16,200 
, 165, 209, 141,0, 208, 238, 231,6, 208, 3, 238 
, 230, 6, 76, 95, 228, 72, 169 

32043 DATA 132, 141, 1,2, 169, 120, 141,0, 2 
, 173, 217, 6, 141, 10, 212, 14l, 1, 208, 173, 21 
8 , 6, 141,2, 208, 104, 64 

32044 DATA 72, 169, 132, 141,1,2, 169, 92, 1 
41,0, 2, 173, 221,6, 141, 10, 212, 141,9, 212, 
104, 64, 104, 1E;9, 0, 141 

32045 DATA 205,6,141,211,6,165,88,24,1 
05, 16, 133, 24, 165, 89, 105, 0, 133, 25, 160, 2 
,177,24,136,24,113,24 
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3204G DATA 136, 113, 24, 201,48, 208, 4, IBS) 
, 0, 240, 23, 173, 225, 6, 24, 109, 226, 6, 109, 2 
27, 6, 240, 4, 169, 1,208 

32047 DATA 7, 173, 224, 6, 240, 19, 169, 2, 23 
8 , 205, 6, 172, 231,6, 204, 231,6, 240, 251,23 
8 , 211,6, 133, 24, 96, 173 

32048 DATA 228,6,240,4,169, 3,208, 230,1 
73, 230,6,201,1, 144,168, 172, 229,6,201,2 
55,240,161,185,236,6,153 

32049 DATA 170,6,169,0,153,160,6,185,2 
46, 6, 153, 180, 6, 169, 0, 141, 230, 6, 206, 229 
,6, 24, 144, 219, ~1 

32100 DATA 0, 0, 0, 0, 0, 252, 252, 48, 48, 120 
, 120, 127, 255, 250, 250, 254, 32, 80, 0, 0, 0, 0 
, 0 , 0 , 0 , 0 

32101 DATA 
, 255, 95,95, 

0 

32102 DATA 
50, 250, 250, 

, 0 , 0 , 12 

32103 DATA 
127, 4, 10, 0, 

55, 255, 255) 

32104 DATA 
, 255, 0, 0, 0, 


0, 0, 0, 63, 63, 12, 12, 30, 30, 254 
127, 4, 10, 0, 0, 0, 0, 0, 0, 0, 0, 0, 

0, 48, 48, 48, 48, 120, 120, 122, 2 
254, 32, 80, 0, 0, 0, 0, 0, 0, 0, 0, 0 

12, 12, 12, 30, 30, 94, 95, 95, 95, 
0, 0, 0, 0, 0, 0, 0, 255, 255, 255, 2 

255,255,255,255,255,255,255 
0 , 0 , 0 , 0 , -1 
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(16K CASSETTE, 24K DISK) 

In this game of strategy, often called ‘Othello’, you must 
try to take over the board with your light blue pieces. You 
and the computer take it in turns to place pieces on the 
board until there are no free spaces remaining. To 
change the computer’s pieces to your colour, you must 
move so that two of your pieces are on either side of one 
or more of the computer’s. This can be either vertically, 
horizontally or diagonally. 

Press SELECT to decide who has the first go, and 
START to begin the game. The board will be printed up 
and your cursor will appear. Use a joystick in port 1 to 
move the cursor to the square where you wish to place 
your piece, then press the fire button. 
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0 RE'N REVERSI 

1 REM :+:■!:=■!•= bx G. Rvaru :i.9S4 

;10 W0-0!M1 = 1 isGOSUB 6000;DIM 0(10, i0> 

20 FOR A=N1 TO iPnFOR B==N1 TO 10: IF R< 
>Nf;i. AND BO Ml AMD AO 10 AMD BO 10 THEM 
AlPi. B;) = 1G1 5NEXT B:MEXT ft 
30 ftCA,B)=131:MEXT BsMEXT ft 
40 CP= 4 5 HF»=3B; SD===^131: BL, Gi : HX=5 s HY=5 
50 ACS, 5)=<;P5ft(;G, 6)=CP:A<:57 G>=^:HP: ACS, 5 
)=^TtP: P=:^^0! R=33 

150 GDSUB 3000: IF W=-M0 THEM GOTO 2000 
99S) REM COMPIITERG TL.URM 
1000 POKE 77, N0: POSIT’ I ON 1,11:? #G: " 

I MY TURN I" 

1010 a==HP 5 T-CP : H--=0 

1020 FOR a==2 TO 9:F‘0R B==2 TO 3: IF ftCfl, 
B) <> BL THEM 1170 

1030 Q==0sFOR C=- 1 TO 1: ?■ OR '0 i:K 

=0: F= A: G=B 

1040 IF ACF+C, D+D> OS THEM 10G0 

1050 K==K+1 : F=:^^^F-i c:: G=G4-D: GOTO 1040 

10G0 IF ACF-t CA G+-D) <> T THEM 10S0 

1070 Q=:0 i-K 

10S0 NEXT D5 NEXT C 

1030 IF A=^^2 OR fi=3 THEM Q=D-2 

1100 IF B=2 OR B==0 THEM 

1110 IF A=3 OR A=^8 THEM a=:Q/2 

1120 IF B=3 OR B=0 THEM Q==I?/2 

1130 IF t:A^2 DR ft=e) AMD CB=:3 OR 

THEM 0=0/2 

1140 IF (;A=3 or ft=8> AN® (0=2 OR B=9) 
THEN a=Q/2 

1150 IF UKH OR 0=3 OR (RMD(0)>0. 3 AND 
0=H.) THEN 1170 

1160 H=e 2 M=ft: N=B: HX=fi--1: HY=B- -1 

1170 NEX r B2 MEX1" ft 

1130 IF H=0 ftND R=0 THEM 5000 

1130 IF H=0 THEM 1210 

1200 GOSUB 4000 

1210 Z=TP:GOSUB 3030:IF Z=TP THEM 5000 
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13*39 REM PLPiYERS TURN 

2000 POKE 77 -, N0 : POSITI ON 1 , i 1 : ? #B ? " f Y 

OUR TURN I "iGOSUB S500 

2010 GOSUB 8000! IF L==0 THEN GOSUB 3500 

nGOTD 2010 

2020 S=CP: T=T1P 

2030 GOSUB 4000 

2040 GOSUB 3000 

2050 GOTO 1000 

2339 REM ADD UP PIECES 

3000 C=0:H=:^0 

3010 FOR TO 9;F0R a===^2 TO 3:P0SITID 

N 4+-A, B - 1 : ? #B ? CHRT> C A C A, B> > ; ! C=C+ C A < A, 
B>=CP;) n-NH+ CACAr S)“HP> :TP=C+H 
3020 NEXT A!MEXT B 

3030 POSITION 9,10:? #B;H ?" ":POSITION 
18,10:? #85 0-," '* 

3040 IF C+H>=E.4 THEi'N POP :GOTD 5000 
3050 RETURN 

3993 REM PLACE PIECE ON BOARD 

4000 FOR C=-l TO i;FOR D--=--i TO 1:F=M:G 

=N 

4010 IF ACF-i-C, G+D) <> S THEM 4030 

4020 F=F+C:G=G + D:GOTO 4010 

4030 IF ACF+C, G + D) <>T THEN 4060 

4040 At.F, D)==T: IF M==F AND N"G THEN 4060 

4050 F=-F--C:G=G--D:GOTa 4040 
4060 NEXT D:NEXT C 
4070 RETURN 
4333 REM GAME O'v^ER 

5000 H=0:C=0:FDR B=2 TO 3: FOR A==2 TO 9 
: H=H+-1; A i; B, A) =+IP ) : C=C-<- CA C B, A) =CP > 

5010 NEXT A:NEXT B 

5020 POSITION 3,10:? #G"H5" "7;P0SITI0 

N IS, 10: ? # 6 ;c;" '•; 

5030 X=U;NT!:H/(:C+H)>iH00-!-0. 5> : POSITION 1 
,11:? #6?" your Piece's ";X;"-4":" "; 

5040 POSITION 1,2:? #65"GAME":POSITION 
1,4:*;’ «B>:"OVER" 
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5050 POSITION 15,2s? #6?"Press"sPOSITI 
ON 15,4:? #65 "start," 

5060 IF PEEKi;53279) <> 6 THEN 5060 
5070 PF==l:GOSUB 6100: GOTO 20 

5999 REM INITIftLIZPiTION 

6000 RT=PEEK C 740) -"4: POKE 106, RT-2: CROP 
HICS IS: POKE 756, RTs RT=RT>:256:DIM SDi^C 
10 ),BD^CIO) 

6010 POSITION 7,4-:? #65 " revers i POSIT 
ION 1,6:? #65 "WRITTEN BY 0. RYFlN":FOR 
fl=i TO 10:SD!p-i:ft)=€HRl;(;i31) 

60-20 BDT> CP!) =CHRt*C 161 ) : NEXT fi: FOR Pl==RT 
TO RTH-7:f^0KE A, 0:NEXT ft 
6030 FOR Fi=40 TO 47: POKE RT+ A, PEEKC573 
44+A)sMEXT Ft 

6040 f-‘OR A=112 TO 511: POKE RT+A, PEEKC5 
7344+-R) :NEXT A: RESTORE 6060 
6050 READ UIF I 0-1 THEN FOR A=-I TO I 
+7:READ D:POKE RT+A,D:NEXT A:GOTO 6050 

6060 DATA 32, 0, 60, 126, 126, 126, 126, 60, 0 

6070 DATA S, 0, 126, 126, 126, 126, 126, 126, 
0 

6090 DATA 24, 170,95, 170,85, 170,85, 170, 
95 

6090 DATA 72, 255, 1-29, 129, 1-29, 129, 129, 1 
•29, -255 

6100 DPTTA 96, -255, 195, 1-29, 1-29, 1-29, 129, 1 
95,255,“1 

6110 PUT #6,125:POSITION 5,0:? #6 5 SD^: 
POKE 70S,126:POKE 709,56:POKE 710,164: 
POKE 711,70 

6120 POS ITI ON 5,9: ? #6 5 SD!^: F'OR A=^ 1 TO 
S:POSITIOM 5, A:? #6 5 SD^C 10) 5 BD*( 3) 5 SDSi 
CIO):NEXT A 

6130 POSITION 1,10:? #65"you own 0":PO 
SITION 12,10s? #65"i own 0" 

6140 POSITION 1,115? #65"select:COMP G 
0 1ST"5:W=1 
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6150 IF PEEK£;5.32:7S)>=5 THFL'N 6180 
6160 IF PEEKt;53279) =6 THEN 6220 

6170 GOTO 6150 

61S0 w=‘;w==0:) s IF w the:n position S, lls? 

#6;"C0MP GO 1ST'';:G0T0 6200 
6190 POSilTION S»llr. ? #6?" YOU GO IST"; 
6200 IF PEEKCST^IT'S) <> 7 THEM 6200 
6210 GOTO 6150 
62-:>0 POSITION 1,11 = ? #6 ;" 

" ■, : RETURN 

7999 REM INPUT PLPiYERS MOVE WITH JOYST¬ 
ICK 

S000 LOCATE 5+HX,HY,CH:HH=HXsHV=HY 
8010 COLOR CH+S: F^LOT 5+HX, HYsST^STICKC 
0):IF STRIGt;0)=0 THE;M 8050 
3015 IF PEEKt;53279) =1 THEN POP -.COLOR 
CHsPLOT HX+5, HY:GOTO 5000 
8020 HX=HX+PTRIGt:0)-PTRIG(;i) :HY=HY+(;ST 
=U3 OR ST==5 OR ST=:^=9)-t;ST=l 4 OR ST=10 0 
R ST=6) 

3030 HX=HX-i-<;HX <1)“(;HX>S) :HY=HY+(:HY<1 )- 

(;HY>S):IF hxohh or hyohv then color 

CH-.PLOT 5+ HHv HVsGOTO 8000 
3040 goto 8010 

3050 IF CHOI61 THEM GOSUB 3500= GOTO 8 
010 

3060 COLOR CH = PL0T 5+HH, HV 

3070 M=HX+ i sNNHY+1 = L=0: X==HX+-5: Y=HY 

3080 FOR ft=-i TO l:FOR B«-l TO 1 

3090 LOCATE X+A,Y+B,C=IF C=4 THEM 3150 

8100 NEXT BsNEXT As RETURN 

3150 H=X+A+ An V=Y-i-B+ B 

8160 LOCATE H, V, Z:IF Z=^HP THEN L==N1 = PO 
P sPOP :RETURN 

3170 IF Z=13i OR Z==161 THEN 3100 
8180 H=H+A:V=V+B!GOTO 8160 
3500 SOUND N0715,12,4:F0R Z=N1 TO 20:N 
EXT Z 

3510 IF STRIG£;N0)=M0 then 8510 
8520 SOUND N0,N0,N0,M0SRETURN 
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MARS LANDER 

(16K CASSETTE, 24K DISK) 


While flying past Mars, you suddenly notice the low 
reading on your fuel gauge .Since you don't have enough 
fuel left to completely escape the gravity of the planet, 
you must make a risky descent on an old landing pad on 
the surface of Mars. Before you can land you must avoid 
asteroids of all sizes, small particles of space dust and a 
rotating force-shield. Moreover, gravity constantly ex¬ 
erts its force on your ship and, in order to counteract its 
pull and land softly on the planet, you must use up fuel. 

Press START to begin the game. Use a j oystick in port 1 
to move your craft left and right. Push the joystick down to 
make your ship descend faster than gravity can take it. 
Press the fire button to give your ship upward thrust 
against gravity. 

10 REM *=^i:MPlRS LPlMDER 
20 REM Cl iff McConnel l 

.30 REM REMS MRY BE OMITTED 

120 POKE 704,0 

1-30 HS==0:GOSUB 10010 s GOSUB 12010 
140 GOSUB 15010:? #G?CHR$(125>sGOSUB 1 
2010: GOSUB 13010: GOSUB 14010: Y=IN+.37s X 
-124sSTPlGE=l 

143 POKE 537G0,150s ND=0 s L.=3 s SC=0 s POKE 

Fi5B, 0: POKE B57, 7: ? " *' ? 

144 POKE 53270, 0sW=20“STAGE=+=2;GOSUB IG 
010: IF W<8 THEN W==S 

145 COLOR isf^LOT 0, 50sDRFlWTO 159, 50:SH 
=20: COLOR 0:PLOT .30, 50 s DRftWTO 30-W, 50 
14S Y=IN+.37: X=124: U=35~ RND<0.') :'H1 0:G=30s 
PM4i C 1 ) -=CHR$ <: 0) s PM$ < 2304 > =CHR^ C 0 ) : PM^ ( 2 
.•)=PM$:F=500 
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149 POKE 537G0, 150SPOKE 656,0:POKE 704 
, 250 s TfRAP 710: POKE 53278, 0 

150 V=ST]:CK<;0> :G“G+V(:V) :Y==Y+G<:G) :U=U+H 
<; V ) : X === X+G <; U ) : PM* (Y ) ==SH*: POKE 53248, X : F 
=F+F t; V > : POKE 657,17:? F ? " " ? 

155 COLOR 0:PLOT SH,50:COLOR 1:PLOT SH 
-W,50:SH=SH+1 

160 POKE 53761, NCV):IF F fiND NOT PEEK 

<; 53252) THEN 150 

165 POKE 53761,0: POKE 77,0 

170 V=PEEKC53252>:IF V>4 THEN 210 

180 IF V>3 THEN 2010: REM BONUS 

190 IF V>1 AMD G<35 THEN 1010:REM LAND 

ED 

200 REM H-::+:DrED 

210 PM*t:Y)=EXPL*:FOR T=0 TO 255 STEP 5 
:SOUND 0, T, 10, 10: POKE 704, t;255--T)/16:N 
EXT T 

220 FOR T==255 TO 0 STEP -7: SOUND 0, T, 1 

0, 10: NEXT T:SOUND 0, 0, 0, 0 

230 L==L-1 SPOKE 656, is POKE 657,18:? L; 

240 IF L>0 THEN 148 

510 IF SOHS THEN HS==SC 

515 GOTO 140 

520 RUN 

710 COLOR IS PLOT CSH-W) =+= «:SH> W) , 50: SH= ( 
SH+1 )•■+:(:SH<159+W) STRAP 710SGOTO 160 
1000 REM +:+:LANDED 

1010 POP :STAGE=STAGE+1-.COLOR 0s IF STA 
GE/3=INT(;STAGE/3> THFIN COLOR 1 
1020 PLOT 25,62:DRAWT0 135,62:POKE 656 
, 0 

1045 POKE 656,IS POKE 657,7:? STAGE; 
1050 SOUND 0, 121,10,8:SOUND 1, 120, 10, 8 
sFOR K==0 TO 30: NEXT K: SOUND 0,0,0,0:30 
UND 1,0, 0, 0sF’OR K=0 TO SsNEXT K 
1060 SOUND 0, 121,10, 8SS0UND 1,120,10,8 
:FOR K=1 TO 200:NEXT K:SOUND 0,0,0,0sS 
OUND 1,0, 0, 0 s POKE 656, 0 

1080 FOR K=1 TO F STEP 5: F== CF-S) =+= <F-5> 
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0):SC=SC+1SPOKE 657»7s? INTCSC)?sPOKE 
657,17s? F?" "SSSOUMD 0,100,10,10 
1030 FOR T=0 TO 10SNEXT TsSOUND 0,0,0, 
0SNEXT KsSC=INTCSC> 

1950 GOTO 144 
2000 REM 4=H-=D0T EsONUS 

2010 FOR T=0 TO NO 

2011 IF NOT BYCT) THEN NEXT T 

2013 COLOR 0 5 PLOT B X C T),BY C T)s POKE 532 
73, 0 

2020 FOR K-200 TO 0 STEP -10sSOUND 0,K 
,10,10SNEXT KSPOKE 53760,150sV=PEEKC53 
252 ) 

2030 IF V<4 THEN SC=SC-+STflGE+=10s POKE 6 
56, 0sPOKE 657,7s? SC?sBXCT)=0sBYCT)=0s 
GOTO 150 

2040 COLOR 35PLOT BXCT),BYCT)sNEXT TsG 
OTO 150 

10000 REM =»-!r+:SET UP PM GRAPHICS 
10010 GRFIPHICS 75DL=PEEKC5G0)+256=+=PEEK 
C561)s POKE DL+85,70s POKE DL+8S,Ss POKE 
DL+89, 6s POKE DL+-90, 6s POKE 752, 1 
10030 Y=05X==0sDIM PM4iC2304),SH*Cll), VC 
15), HC15), GCS0) ,FC15),NC15),BXC11), BYC 
11), EX F^L«i C 11) 

10130 ft=fiDR C PMit) s PM= I NT C PI/204S) +=2043 s X 
=PM+10245 IF tt>X THEN PM=PM+2048s X=X+-20 
43 

10140 IM=X-ftsPOKE 710,1585 POKE 703,52 
10150 POKE 54279,PM/256 s POKE 559,62 s PO 
KE 53277,35 POKE 53243,150 
10200 FOR K=1 TO 11 s REFlD VsSH^ C K) =CHR$ 
CV)SNEXT K 

10210 DftTFl 0, 0, 0, 16, 16, 56, 124, 40, 0, 0, 0 

10220 FOR K=0 TO 15sREF>D V5NCK)=V5 NEXT 
K 

10230 DftTfi 0,0,0,0,0,4,134,4,0,4,134,4 
, 0, 0, 134, 0 

10240 FOR K=1 TO 11sREAD VsEXPL^CK,K)= 
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CHR^CV)SNEXT K 

10250 DftTft 0, 73, ^2, 2S, S, 127, 8, 28, 42, 73 
, 0 

11000 REM JOYSTICK VPIRIPiBLES 
11010 RESTORE 11020: FOR K=0 TO IS'-REfiD 
V, H:Vt:K)=V:H<:K)=H:NEXT K 
11020 DPiTPl 0, 0, 0, 0, 0, 0, 0, 0, 0, 0, . 4, . 2, 

» 3, m 2, ■ 2, ■ 2, 0, 0, • 2, 2, • 3, *"*• 2, , 2, —■ 2S 

0, 0, . 4, 0, 3, 0, . 4, 0 

11030 FOR K==0 TO e0;Gc;K) = f:K--30)=+^0. l:NE 

XT K:F0R K=61 TO 80: G(;K>-3:NEXT K 

11040 FOR K>0 TO 15:Fc:k>= 0:NEXT K:Fa4 

)=-l :F<:10)=-1 :F(:G>=-1 

11050 RETURN 

12000 REM *+:DRftW SCREEN 

12010 COLOR l-.f^LOT 0, 0:DRPlWTO 159,0:DR 

FlWTO 159, 79:DRftWT0 0, 7S:DRFlWT0 0,0 

12015 PLOT 0,79:T=0 

12020 X=INT(;RMDi: 0>=+=5) :T=T+INT(:RNDt:0>+-5 
);IF T<i59.5 THEM DRHWTO T,79-X:G0T0 1 
2020 

12990 RETURN 

13000 REM *>^=SET UP OBSTACLES 

13010 FOR T=0 TO 5: PLOT RMD(:0>*158, RND 

t:0>=t=i2+52:MEXT T 

13020 COLOR 2: PLOT 77, 74:DRflWT0 83,74 
13030 COLOR l;PLOT S4,70:DRAWTO 84,75: 
DRAWTO 75, 75:DRAWT0 76,70 
13050 RETURN 

14000 REM =t=+T'RIMT SCORE AND FUEL 
14010 SOUND 0,0, 0,0 

14015 POKE 556, 0: POKE 557, 21 : ? '• HIGH S 
C0RE:";HS; 

14020 POKE 657,1:? "SCORE:“’,80 • " 
s POKE 657 , 12 : ? " FUEL : " F ? 

14050 POKE 656,l:POKE 657,1:? "STAGE:1 
"?:POKE 557,12:? "SHIPS:3"5 

14220 RETURN 

15000 REM h-:>i:WAIT FOR START 


102 





15010 POKE G56,1:POKE 657,1:? "pi ease 
press start"; 

15015 IF HS>0 THEN POKE G5G,0sPOKE 657 
,32:? HS”, 

15018 POKE 656,l:POKE 657,21:? "MARS L 
ANDER"? 

15020 IF PEEK«:53279) 0 6 AND STRICCO) <> 
0 THEM 15020 
15030 RETURN 

16000 REM >»:*:PUT UP EXTRA OBSTACLES 
16010 COLOR l-.FOR T=1 TO 3: PLOT RNDCO) 
••+= 158, RND <: 0) 12+52: NE X T T 
16020 N=RNDf:0)+4:FOR T=i TO N:S=INT(:RN 
D i; 0) +3 > +1: H= RND C 0) + (157-10+S ) •+ 3+S: V=RN 
Di:0) + t:39-7+S) + 10 

16030 PLOT H+5+S,V:RESTORE 16200:FOR K 
=1 TO 23:READ X,Y:DRAWTO H+X+S,V+Y+S 
16035 NEXT K:NEXT T 

16040 COLOR 0:FOR T=0 TO NO:PLOT BXCT) 
,BY(:T>:NEXT T 

16050 COLOR 3:MO=NO+t:NO<10)+l :FOR T=0 
TO MO:BX-RND(0)+158:BY=RMD CO)+40+20:BX 
(;T)-BX:BYCT)=BY:PL0T BX, BY:NEXT T 
16080 RETURN 

16200 DATA 3, 0, 3, 1,2,1, 2, 2, 1,2, 1,4, 0, 4 
, 0, 5, 2, 5, 2, 5, 2, 6, 4, 6, 4, 7, 5, 7, 5, 6, 6, 6, 6 
, 4, 7, 4, 7, -J:*, 6, 3, 6, 2, 5, 2, , 0 
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How To Write 
Better 
Programs 

INVENTING AND DEVELOPING YOUR OWN 
GAMES PROGRAMS 
By Series Editor, Tim Hartnell 

It's all very well spending your time typing in programs 
like those in this book, but there is sure to come a time 
when you decide you'd like to develop some games pro¬ 
grams of your own. In this section of the book, I'd like to 
discuss a few ideas which may help you write games 
which you'll both enjoy developing and — more impor¬ 
tantly — you and your friends will enjoy playing. 

HAVE A CLEAR GOAL IN MIND 

Although in many (perhaps most) cases, your computer 
program will take on a life of its own as you write it, 
developing away from the concept you had in mind when 
you started programming, it is important at the outset to 
have a pretty good idea of what your game will involve. 

This is not as obvious a suggestion as you might think. 
Of course, you'll know if you’re developing a 'chase the 
ghosts around the maze as you eat the power pills’ pro¬ 
gram that you are going to need a different sort of pro¬ 
gram layout to one which places you inside a Haunted 
Oak, peopled with gremlins and halflings. But you have 
to go beyond the basic "I'm going to write me an Adven¬ 
ture" stage to work out such things as (a) what the object 
of the game will be; (b) what the screen display will look 
like; (c) what variables, and variable names, you'll need; 
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(d) the nature of the player input; (e) how ‘winning’ or 'los¬ 
ing' will be determined; and so on. 

Let’s look at these one by one. 

THE OBJECT OF THE GAME 

This can usually be stated very succinctly: "To find the 
lost treasure of the Aztecs"; "To destroy as many 
asteroids as possible before running out of ships' ’; or "To 
play a game of chess''. But even though this stage of the 
game production can be accomplished very quickly, it 
should not be overlooked. Get this statement — which 
might be just a sentence, or may run to a paragraph 
length or more, if there is more than one 'screen' to be 
worked through, with a different scenario for each 
screen — down in writing. 

You may well discard the original aim as the program 
develops, and it looks like the direction it is taking is bet¬ 
ter than the one you first thought of. Despite this, it is im¬ 
portant to have something concrete to aim at, to stop you 
wasting hour after hour doodling aimlessly. 

THE SCREEN DISPLAY 

I've found that making a sketch, or sketches, of what the 
display will look like once the program is up and running, 
is of tremendous benefit. Once you have your drawing, 
and it doesn't matter how rough it is so long as it shows all 
the important things you want on the screen, and their 
relative positions and size, you'll discover the program 
concept is likely to crystalize. 

As well as seeing immediately how you will write parts 
of the code to achieve the game's aim, you'll get an idea 
of whether or not the game is even worth writing in the 
form you had considered. Perhaps the game will be too 
complex if you leave everything on the screen you were 
intending to; or maybe most of the screen will be wasted 
space, so that a more complicated game scenario should 
be devised. 
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I’ve discovered that sketching the proposed screen 
display before starting to program is particularly useful, 
especially when creating arcade and simulation games. 
You get an indication of the variables you'll need, the 
user-defined graphics, the kind of player inputs which 
will be most conducive to good player interaction, and so 
on. 

Simulation games, as you probably know, are those in 
which the computer models an external reality — such as 
running a cake shop, a war, or an airport — and allows 
you to experience (after a fashion) what it would be like to 
take part in such an activity in real life. Simulation games 
are not particularly difficult to write — in terms of needing 
clever coding — but instead demand a methodical, pain¬ 
staking approach to the program. 

In my book The ZX Spectrum Explored (Sinclair 
Browne ,1982), there is a program with the unlikely name 
of ’Workin’ for the Man’, in which you are running a fac¬ 
tory, staffed with a highly-erratic workforce, involved in 
the manufacture of some mythical product called ’The 
Zibby’. The player gets a factory report two or three 
times a week, and from this report has to decide how 
many staff he or she will hire or (attempt to) fire, how 
many Zibbies will be the production target for the week, 
and so on. 

This report is the key to the program, and when I wrote 
the game, I started by making a sketch of how the screen 
would look. It was a bit like this: 

FACTORY REPORT: WEEK 5 

Capital in hand is $2,657.92 

Your stores hold 12 Zibbies worth $169.68 
They sell for $14.14 each and cost $7.41 
each to make 

Workforce is 7 people 

Their wages are $41 each and the wage bill 

this week is $287 
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Each person can make 10 Zibbies a week, 
a total output of 70 

Once 1 had this sketch drawn up, 1 was ready to go. As 
you can see, it gives a very good indication of the 
variables which will be needed. For a start, 1 know I'll 
have to control the number of the week, the capital, the 
contents of the stores (and their value) and so on. 

I found that once I’d completed the screen display 
sketch, the rest of the program was relatively easy to 
write. Doing a sketch in this way gives you an instant 
guide to the main variables you'll need. 

USE HELPFUL VARIABLE NAMES 

I also tend to use variable names which relate in some 
way to that which they are representing, as it saves hav¬ 
ing to keep a list of the variables which have been assign¬ 
ed, and what they’ve been assigned to. For example, 1 
could use WK for week, CH for capital in hand, MZ for the 
cost of making each Zibby and SZ for the selling price. If Z 
was the number of Zibbies, 1 would know that the total 
value of Zibbies 1 had was Z (the number of them) 
multiplied by SZ (their selling price) and it cost me Z 
multiplied by MZ (their price of manufacture) to make 
them. My profit, if 1 sold them all, would then be Z*SZ 
minus Z*MZ. 

If you follow a similar idea, you’ll find it is much easier 
to keep track of what is happening in your program than 
might otherwise be the case. 

THE NATURE OF THE PLAYER INPUT 

It ’ s important to make games easy and fun to play. It ’ s not 
good having the best Asteroids-derivative program in 
the world if players have trouble hitting the fire button 
because you’ve placed it right next door to the ’rotate’ 
control. 

Many programs which provide ’up’, ’down’, ’right’ and 
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‘left’ controls, automatically use arrow or cursor keys, 
even though these might be most inconvenient for the 
player to use. Have a look at your keyboard, and see if 
you can find better ones. I often use “Z" and “M” for pro¬ 
grams which need just left and right movement, with the 
space bar for fire. These keys seem logical to me, and no 
player time is wasted in learning them, or trying to 
remember them when the game is underway. In a similar 
way, I tend to use “A" (for up) and “Z" (for down) for the 
left hand, andthe "greaterthan" and “less than” keys for 
left and right (pointing out to the player that the <: and > 
symbols point in the relevant directions). 

Use INKEY$ or GET$ whenever you can, topreventthe 
player from having to use the RETURN or ENTER keys to 
get the program underway. 

HOW THE GAME WILL END 

The way the game will be won and lost needs to be defin¬ 
ed, and clear to the player. Do you need to blast all the 
aliens to win, and will you lose automatically if one alien 
lands, and you' ve still got ships left, or only if you have no 
ships left. In a two-player game, is the loser the first 
player to lose three lives, or seven pieces, or does the 
game only end when the difference between the two 
scores is three or seven or whatever. 

Work this out, and make it very clear to the player. 
Whether the goal of the game is to clear the left-hand side 
of the screen of the Screaming Widgies, or to clock up a 
fortune of $7.3 billion, it must be both clear to the player, 
and possible to achieve. A 'win condition’ which can 
never be achieved on the higher levels of play is most 
unsatisfactory. No matter how difficult it is to do, you are 
only defrauding players if you set goals whose achieve¬ 
ment is not possible within the constrictions you’ve put in¬ 
to the game. 

I hope these five points may give you a few ideas on 
how you can go ahead and write programs which will be 
relatively easy to write, and which will be satisfying for 
you and your friends to play. 
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A 

Accumulator — the place within the computer in which 
arithmetic computations are performed and where the 
results of these computations are stored. 

Algorithm — the series of steps the computer follows to 
solve a particular problem. 

Alphanumeric — this term is usually used in relation to a 
keyboard, as in 'it is an alphanumeric keyboard’, which 
means that the keyboard has letters as well as numbers. It is 
also used to refer to the 'character set’ of the computer. The 
character set comprises the numbers and letters the 
computer can print on the screen. 

ALU (Arithmetic/Logic Unit) — the part of the computer 
which does arithmetic (such as addition, subtraction) and 
where decisions are made. 

AND — a Boolean logic operation that the computer uses 
in its decision-making process. It is based on Boolean 
algebra, a system developed by mathematician George 
Boole (1815-64). In Boolean algebra the variables of an 
expression represent a logical operation such as OR and 
NOR. 

ASCII — stands for American Standard Code for 
Information Exchange, the most widely used encoding 
system for English language alphanumerics. There are 128 
upper and lower case letters, digits and some special 
characters. ASCII converts the symbols and control 
instructions into seven-bit binary combinations. 

Assembler — a program which converts other programs 
written in assembly language into machine code (which the 
computer can understand directly). Assembly language is a 
low level programming language which uses easily 
memorised combinations of two or three letters to represent 
a particular instruction which the assembler then converts so 
the machine can understand it. Examples of these are ADD 
(add), and SUB (subtract). A computer programmed in 
assembly language tends to work more quickly than one 
programmed in a higher level language such as BASIC. 
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BASIC — an acronym for Beginners All-Purpose 
Symbolic Instruction Code. It is the most widely used 
computer language in the microcomputer field. Although it 
has been criticised by many people, it has the virtue of being 
very easy to learn. A great number of BASIC statements 
resemble ordinary English. 

Baud — named after Baudot, a pioneer of telegraphic 
communications. Baud measures the rate of transfer of 
information and is approximately equal to one bit per 
second. 

BCD — an abbreviation for Binary Coded Decimal. 

Benchmark — a test against which certain functions of the 
computer can be measured. There are a number of so-called 
'standard Benchmark tests’, but generally these only test 
speed. This is rarely the aspect of a microcomputer that is 
most of interest to the potential buyer. 

Binary — a numbering system that uses only zeros and 
ones. 

Bit — an abbreviation for Binary Digit. This is the smallest 
unit of information a computer circuit can recognise. 

Boolecm Algebra — the system of algebra developed by 
mathematician George Boole which uses algebraic notation 
to express logical relationships (see AND). 

Bootstrap — a short program or routine which is read into 
the computer when it is first turned on. It orients the computer 
to accept the longer, following program. 

Bug — an error in a computer program which stops the 
program from running properly. Although it is generally 
used to mean only a fault or an error in a program, the term 
bug can also be used for a fault in the computer hardware. 

Bus — a number of conductors used for transmitting sig¬ 
nals such as data instructions, or power in and out of a 
computer. 

Byte — a group of binary digits which make up a 
computer word. Eight is the most usual number of bits in a 
byte. 

c 

CAI — Computer Assisted Instruction. 

CAL — Computer Assisted Learning. The term is 
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generally used to describe programs which involve the 
learner with the learning process. 

Chip — the general term for the entire circuit which is 
etched onto a small piece of silicon. The chip is, of course, at 
the heart of the microcomputer. 

Clock — the timing, device within the computer that 
synchronises its operations. 

COBOL — a high level language derived from the words 
Common Business Orientated Language. COBOL is 
designed primarily for filing and record-keeping. 

Comparator — a device which compares two things and 
produces a signal related to the difference between the two. 

Compiler — a computer program that converts high 
level programming language into binary machine code so 
the computer can handle it. 

Complement — a number which is derived from another 
according to specified rules. 

Computer — a device with three mam abilities or 
functions: 

1) to accept data 

2) to solve problems 

3) to supply results 

CPU — stands for Central Processing Unit. This is the 
heart of the computer’s intelligence, where data is handled 
and instructions are carried out. 

Cursor — a character which appears on the TV screen 
when the computer is operating. It shows where the next 
character will be printed. On a computer there are usually 
'cursor control keys' to allow the user to move the cursor 
around the screen. 

D 

Data — information in a form which the computer can 
process. 

Debug — the general term for going through a program 
and correcting any errors in it, that is, chasing down and 
removing bugs (see Bug). 

Digital Computer —a computer which operates on 
information which is in a discrete form. 

Disk/Disc — this is a magnetically sensitised plastic disk, 
a little smaller than a single play record. This is used for 
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storing programs and for obtaining data. Disks are 
considerably faster to load than a cassette of the same length 
program. The disk can be searched very quickly while a 
program is running for additional data. 

Display — the visual output of the computer, generally on 
a TV or monitor screen. 

Dot Matrix Printer — a printer which prints either the 
listing of a program or that which is displayed on the TV 
screen. Each letter and character is made up of a number of 
dots. The higher the number of dots per character the finer 
the resolution of the printer. 

Dynamic Memory — a memory unit within the computer 
which 'forgets' its contents when the power is turned off. 

E 

Editor — this term is generally used for the routine within 
the computer which allows you to change lines of a program 
while you are writing it. 

EPROM — stands for Erasable Programmable Read- 
Only Memory. This is like the ROM in the computer, except 
that it is fairly easy to load material into an EPROM and it 
doesn't disappear when you turn the power off. EPROMs 
must be placed in a strong ultra violet light to erase them. 

Error Messages — the information given by a computer 
where there is a fault in the coding during a part of a program, 
usually shown by the computer stopping, and printing a 
word, or a word and numbers, or a combination of numbers 
only, at the bottom of the screen. This tells you what mistake 
has been made. Common mistakes include usingthe letter O 
instead of zero in a line, or leaving out a pair of brackets, or 
one of the brackets, in an expression, or failing to define a 
variable. 

F 

File — a collection of related items of information 
organised in a systematic way. 

Floppy Disk — a relatively cheap form of magnetic disk 
used for storing computer information, and so named 
because it is quite flexible (see Disk/Disc). 

Flow Chart — a diagram drawn up before writing a 
program, in which the main operations are enclosed within 
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rectangles or other shapes and connected by lines, with 
arrows to represent loops, and decisions written at the 
branches. It makes writing a program much easier because 
traps such as infinite loops, or non-defined variables can be 
caught at an early stage. It may not be worth writing a flow 
chart for very short programs, but generally a flow chart aids 
in creating programs. 

Firmware — there are three kinds of 'ware’ in computers: 
software 'temporary' programs; hardware like the ROM 
which contains permanent information; and firmware in 
which the information is relatively permanent, as in an 
EPROM (see EPROM). 

Flip-Flop — a circuit which maintains one electrical con¬ 
dition until changed to the opposite condition by an input 
signal. 

FORTRAN — an acronym for FORmula TRANslation, this 
IS a high level, problem orientated computer language for 
scientific and mathematical use. 

G 

Gate — an electrical circuit which, although it may 
accept one or more incoming signals, only sends out a single 
signal. 

Graphics — pictorial information as opposed to letters 
and numbers. 

H 

Hard Copy — computer output which is in permanent 
form. 

Hardware — the physical parts of the computer (also see 
software and firmware). 

Hexadecimal (Hex) — a numbering system to the base 
sixteen. The digits zero to nine are used, as well as the letters 
A, B, C, D, E and F to represent numbers. A equals 10, B 
equals 11, C equals 12, and so on. Hex is often used by 
microprocessor users. 

Hex Pad — a keyboard designed specifically for 
entering hexadecimal notation. 

High Level Language — a programming language which 
allows the user to talk to the computer more or less in English. 
In general, the higher the level of the language (that is, the 
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closer It is to English), the longer it takes for the computer to 
translate it into a language it can use. Lower level languages 
are far more difficult for human operators but are generally 
executed far more quickly. 


I 

Input — the information fed into the computer via a key¬ 
board, a microphone, a cassette or a disk. 

Input/Output (I/O Device) — a device which accepts 
information or instructions from the outside world, relays it to 
the computer, and then, after processing, sends the 
information out in a form suitable for storing, or m a form 
which could be understood by a human being. 

Instruction — data which directs a single step in the pro¬ 
cessing of information by the computer (also known as a 
command). 

Integrated Circuit — a complete electronic circuit 
imprinted on a semiconductor surface. 

Interface — the boundary between the computer and a 
peripheral such as a printer. 

Interpreter — a program which translates the high level 
language fed in by the human operator, into a language 
which the machine can understand. 

Inverter — a logic gate that changes the signal being fed 
in, to the opposite one. 

Interactive Routine — part of a program which is 
repeated over and over again until a specified condition is 
reached. 


J 

Jump Instruction — an instruction which tells the 
computer to go to another part of the program, when the 
destination of this move depends on the result of a calculation 
just performed. 

K 

K — this relates to the size of the memory. Memory is 
usually measured in 4K blocks. IK contains 1,024 bytes. 
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Keyword — the trigger word in a line of programming, 
usually the first word after the line number. Keywords 
include STOP, PRINT and GOTO. 

L 

Language — computer languages are divided into three 
sections: high level languages, such as BASIC, which are 
reasonably close to English and fairly easy for humans to use; 
low level languages, such as Assembler, that use short 
phrases which have some connection with English (ADD for 
add and RET for return, for instance); and machine code 
which communicates more or less directly with the machine. 

LCD — this stands for Liquid Crystal Diode. Some 
computers such as the TRS-80 Pocket Computer use an LCD 
display. 

LED — this stands for Light Emitting Diode. The bright 
red numbers which are often used on watch or clock 
displays are made up of LEDs. 

Logic — the mathematical form of a study of relationships 
between events. 

Loop — a sequence of instructions within a program 
which is performed over and over again until a particular 
condition is satisfied. 


M 

Machine Language or Machine Code — an operation 
code which can be understood and acted upon directly by 
the computer. 

Magnetic Disk — see Disk and Floppy Disk. 

Mainframe — computers are generally divided into 
three groups, and the group a computer falls into depends 
more or less on its size. The computer you are thinking of 
buying is a microcomputer; medium sized computers are 
known as minicomputers; and the giant computers that you 
sometimes see in science fiction movies are mainframe 
computers. Until ISyearsagomainframecomputerswere, in 
practical terms, the only ones available. 

Memory — there are two types of memory within a 
computer. The first is called ROM (read-only memory); this is 
the memory that comes already programmed on the 
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Numeric — pertaining to numbers as opposed to letters 
(that is, alphabetic). Many keyboards are described as 
being alphanumeric which means both numbers and letters 
are provided. 


o 

Octal — a numbering system which uses eight as the 
base, and the digits 0,1,2,3,4,5,6 and 7. The Octal system is 
not used very much nowadays in microcomputer fields. The 
Hexadecimal system is more common (see Hexadecimal). 

Operating System — the software or firmware generally 
provided with the machine that allows you to run other 
programs. 

OR — an arithmetic operation that returns a 1, if one or 
more inputs are 1. 

Oracle — a method of sending text messages with a 
broadcast television signal. A teletext set is required to 
decode the messages. Oracle is run by Independent 
Television Service in the UK, and a similar service — Ceefax 
— IS provided by the BBC. 

Output — information or data fed out by the computer to 
such devices as a TV-like screen, a printer or a cassette tape. 
The output usually consists of the information which the 
computer has produced as a result of running a program. 

Overflow — a number too large or too small for the 
computer to handle. 



Pad — see Keypad. 

Page — often used to refer to the amount of information 
needed to fill one TV screen, so you can talk about seeing a 
page of a program, the amount of the listing that will appear 
on the screen at one time. 

PASCAL — a high level language. 

Peripheral — anything which is hooked onto a computer, 
for control by the computer, such as a disk unit, a printer or a 
voice synthesiser. 

Port — a socket through which information can be fed out 
of or in to a computer. 

Prestel — the British telecom name for a system of calling 
up pages of information from a central computer via the 
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computer, which tells the computer how to make decisions 
and how to carry out arithmetic operations. This memory is 
unaffected when you turn the computer off. The second type 
IS RAM (random access memory). This memory holds the 
program you type m at the keyboard or send in via a cassette 
or disk. In most computers the computer ‘forgets’ what is in 
RAM when you turn the power off. 

Microprocessor — the heart of any computer. It requires 
peripheral unit interfaces, such as a power supply and input 
and output devices, to act as a microcomputer. 

MODEM — stands for Modulator Demodulator. This is a 
device which allows two computers to talk to each other over 
the telephone. The computers usually use a cradle in which a 
telephone receiver is placed. 

Monitor — this has two meanings in computer terms. One 
meaning is a television-like display. A monitor has no facility 
for tuning television programs, and usually the picture 
produced on a monitor is superior to that produced by an 
ordinary television. The second meaning of a monitor relates 
to ROM. The monitor of a computer is described as the 
information it has built in when you buy it. This information 
allows It to make decisions and carry out arithmetic 
computations. 

Motherboard — a framework to which extra circuits can 
be added. These extra circuits often give the computer 
facilities which are not built-in, such as that of producing 
sound or of controlling a light pen. 

MPU — an abbreviation for Microprocessor Unit. 

N 

Naixo-second — a nano-second is one thousand billionth 
of a second, the unit of speed in which a computer or a 
memory chip is often rated. 

Non-Volatile Memory — memory which is not lost when 
the computer is turned off. Some of the smaller computers 
such as the TRS-80 Pocket Computer have non-volatile 
memory, The batteries hold the program you enter for 
several hundred hours. 

Not — a Boolean logic operation that changes a binary 
digit into its opposite. 

Null String — a string which contains no characters. It is 
shown in the program as two double quote marks, without 
anything between them. 
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telephone and displaying them on a television screen. A 
similar commercial version in the United States is known as 
The Source. 

Program — in computer terms program has two 
meanings. One is the list of instructions that you feed into a 
computer, and the second is used as a verb, as in ‘to program 
a computer’. 

PROM — stands for Programmable Read Only Memory. 
This is a device which can be programmed, and once it is 
then the program is permanent (also see EPROM and ROM). 

R 

Random Access Memory (RAM) — the memory within a 
computer which can be changed at will by the person using 
the computer. The contents of RAM are usually lost when a 
computer is turned off. RAM is the memory device that stores 
the program that you type in and also stores the results of 
calculations in progress. 

Read-Only Memory (ROM) — in contrast to RAM, inform¬ 
ation in ROM cannot be changed by the user of the computer, 
and the information is not lost when the computer is turned 
off. The data in ROM is put there by the manufacturers and 
tells the computer how to make decisions and how to carry 
out arithmetic computations. The size of ROM and RAM is 
given in the unit K (see K). 

Recursion — the continuous repetition of a part of the 
program. 

Register — a specific place in the memory where one or 
more computer words are stored during operations. 

Reserved Word — a word that you cannot use for a 
variable in a program because the computer will read it as 
something else. An example is the word TO. Because TO has 
a specific computer meaning, most computers will reject it as 
a name for a variable. The same goes for words like FOR, 
GOTO and STOP. 

Routine — this word can be used as a synonym for 
program, or can refer to a specific section within a program 
(also see Subroutine). 


s 

Second Generation — this has two meanings. The first 
applies to computers using transistors, as opposed to first 
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generation computers which used valves. Second 
generation can also mean the second copy of a particular 
program; subsequent generations are degraded by more 
and more noise. 

Semiconductor — a material that is usually an electrical 
insulator but under specific conditions can become a 
conductor. 

Serial — information which is stored or sent in a 
sequence, one bit at a time. 

Signal — an electrical pulse which is a conveyor of data. 

Silicon Valley — the popular name given to an area in 
California where many semiconductor manufacturers are 
located. 

SNOBOL — a high level language. 

Software — the program which is entered into the 
computer by a user which tells the computer what to do. 

Software Compatible — this refers to two different 
computers which can accept programs written for the other. 

Static Memory — a non-volatile memory device which 
retains information so long as the power is turned on, but 
does not require additional boosts of power to keep the 
memory in place. 

Subroutine — part of a program which is often accessed 
many times during the execution of the main program. A 
subroutine ends with an instruction to go back to the line after 
the one which sent it to the subroutine. 

T 

Teletext — information transmitted in the top section of a 
broadcast television picture. It requires a special set to 
decode it to fill the screen with text information. The BBC 
service is known as Ceefax, the ITV service as Oracle. 
Teletext messages can also be transmitted by cable, for 
example the Prestel service in Britain or The Source in the 
United States. 

Teletype — a device like a typewriter which can send 
information and also receive and print it. 

Terminal — a unit independent of the central processing 
unit. It generally consists of a keyboard and a cathode ray 
display. 

Time Sharing — a process by which a number of users 
may have access to a large computer which switches rapidly 
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from one user to another in sequence, so each user is under 
the impression that he or she is the sole user of the computer 
at that time. 

Truth Table — a mathematical table which lists all the 
possible results of a Boolean logic operation, showing the 
results you get from various combinations of inputs. 

u 

UHF — Ultra High Frequency (300-3000 megaHertz). 

Ultra Violet Erasing — Ultra violet light must be used to 
erase EPROMs (see EPROM). 

V 

Variable — a letter or combination of letters and symbols 
which the computer can assign to a value or a word during the 
run of a program. 

VDU — an abbreviation for Visual Display Unit. 

Volatile — refers to memory which 'forgets' its contents 
when the power is turned off. 


w 

Word — a group of characters, or a series of binary 
digits, which represent a unit of information and occupy a 
single storage location. The computer processes a word as a 
single instruction. 

Word-Processor — a highly intelligent typewriter which 
allows the typist to manipulate text, to move it around, to 
justify margins and to shift whole paragraphs if necessary on 
a screen before outputting the information onto a printer. 
Word-processors usually have memories, so that standard 
letters and the text of letters, written earlier, can be stored. 
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BIBLIOGRAPHY 

Compiled by Tim Hartnell 


Usborne have released a number of very attractive books in 
their Usborne Computer Books series. Drawing on their vast ex¬ 
perience in the field of producing low-priced, highly-coloured, 
attractive books for young readers, they've produced some 
books which will enlighten both young and not-so-young 
readers. 

I'll look at three of their titles, three which cover just about the 
whole field of computer interests: 

Information Revolution 

(Lynn Myring and Ian Graham, Rigby). 

Presenting an eminently readable introduction to the 'revolu¬ 
tion' which covers such fields as computers (of course), text in¬ 
formation services via the television screen, word processing, 
'future phones' and satellite communications, Information 
Revolution is an ideal guide for the person who wants an easy-to- 
read introduction to the field. 

Computer Jargon 

(Corinne Stockley and Lisa Watts). 

The tone of this book is set by the frontispiece, which has a 
number of odd little coloured robots sitting around a table laden 
with computer junk, pointing at each piece saying' 'This is a disk 
drive", "This is a digital tracer" (!) and "This is a printer". 

Robotics — What Robots Can Do and How They Work 

(Tony Potter and Ivor Guild). 

'This is definitely a candidate for the award of 'the longest title of 
the year'. But it is very accurate. Don't be put off by the pretty 
pictures, as you'll soon discover this book has a lot of solid infor¬ 
mation. Topics covered include "What robots can and cannot 
do", "How arm robots work", "How to teach a robot" and 
'' Build your own micro-robot''; this last section actually includes 
nine pages of circuit diagrams and all to build a little two-motor 
robot which, following a program typed into your micro, will run 
about the floor. Robotics is a field of the near future (with per¬ 
sonal robots certain to be a bigger craze — when 'real robots' 
finally arrive — than computers will ever be). 
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Practise Your BASIC 

(Gaby Waters and Nick Cutler). 

You'll find this book — which predictably contains a number of 
exercises, puzzles and problems to solve by writing programs 
— should be useful in giving you a number of 'core problems' 
which will run on your computer and which can then be 
modified to take advantage of your system's special features. 
Program listings include 'Pattern Puzzles', 'Jumping Man', 
'Horse Race', ‘Word Editor' and 'Treasure Hunt', a mini- 
Adventure. 


Help With Computer Literacy 

Gune St Clair Atkinson, Houghton Mifflin). 

This is a large format book with an attractive cover, fairly priced 
for its 122 pages. It appears to be aimed at the early to middle 
years of secondary education, but contains a lot of material 
which those teaching younger children could easily adapt. 
Although it avoids the 'Gee Whiz' approach of the Usborne 
texts, it uses cartoons and diagrams to get its message across in 
an inviting manner. 


The Interface Computer Encyclopedia 

(Ken Ozanne, Interface Publications). 

Compiled by a lecturer in mathematics at the NSW Institute of 
Technology, this work could perhaps be more accurately call¬ 
ed 'The Computer Book of Lists', rather than an encyclopedia. It 
contains annotated references to 'all' microprocessors, 'all' 
microcomputers, and 'most' microcomputing magazines. The 
inverted commas are there because — as the author admits can¬ 
didly in his introduction — any such work is likely to be out of 
date even before it is published. Fat (445 pages) with minimalist 
presentation (the whole book is dumped directly from a word 
processor onto a dot-matrix printer) you' 11 find thisausefulwork 
if you want a ready reference to chips, computers and the ever¬ 
growing field of specialist magazines. 

Computer Resource Book — Algebra 

(Thomas Dwyer and Margot Critchfield, Houghton 
Mifflin). 

Dwyer and Critchfield have clocked up an enviable string of 
successful computer books, andthisone, part of a series, shows 
why. With simple, but valuable programs, the authors lead the 
reader (who can be a secondary student, or an instructor) 
through most of the phrases of the BASIC programming 
language which are common to all low-priced computers, and 
most educational time-sharing systems. 
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Apple II BASIC 

(David Goodfellow, Tab Books Inc.). 

Attractively packaged, this book is clearly laid out, with an 
abundance of example programs; it takes a commendable ap¬ 
proach to the business of teaching programming, with the 
qualities of 'programming style' introduced without fanfare. In 
the crowded field of 'how to program your Apple' books, this 
one stands out. Much of the material presented is applicable to 
any microcomputer. 

Pre-Computer Activities 

(Dorothy Diamond, Hulton Educational). 

'This practical guide for teachers and parents can help make 
children familiar with essential computer processes and 
language before they have hands-on experience. The book 
contains a number of interesting activities, including in¬ 
vestigating binary numbers using little lights, and working with 
cardboard 'calculators' before getting to the real thing. The 
discussion on computer graphics is enlivened by reference to 
the solid blocks which make up a 'Pacman' figure. 

Word Processing Experience 

Ganet Pigott and Roger Atkins-Green, Stanley Thornes 
Publishers Ltd.). 

Designed for schools, but ideal for adapting if you'd like to in¬ 
crease your skill with a word processor (or simply because 
you'd like to see what word processors can do so you can write 
one for your own microcomputer), this book looks at the 
mechanics of word-processing, while passing on a great deal of 
useful information about word-processing techniques. 

An Introduction to Micro-electronics and 
Microprocessor Systems 

(G H Gurtis and P G Wilks, Stanley Thornes, Publishers 
Ltd.). 

This work was written for junior college students and older 
school pupils, as well as for non-specialists who wanted a com¬ 
prehensive — if dry — technical introduction to the subject. The 
going is not easy, but it's worth the effort. Topics covered in¬ 
clude 'Logic', 'Programming the Microcomputer' and 
'Analogue, Binary and Digital Systems'. 

Computer Images — State of the Art 

Qoseph Deken, Thames and Hudson). 

This is a beautiful book, large and glossy, and packed with 
quality full-colour computer-generated (or, in some cases, 
computer-modified) images. The whole fascinating field of 
modern computer graphics is discussed — from television pro- 
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gramme introductions using photographs which are colour- 
modified, twisted and tweeked, to the use of incredible high- 
resolution images in simulators for flight training and tank 
manoeuvring. You’ll read (and see) how computers are used to 
produce images, how these are used for education and com¬ 
munication, why 'art for art's sake' is a goal worth pursuing, and 
how computer images can evolve using processes uncannily 
akin to the processes by which groups of cells multiply and 
divide. If you want to see what can be done with high resolution 
graphics and when time, money and skill abound, you should 
get this book. 

Computer Bluff 

(Stephen Castell, Quartermaine House Ltd.). 

A much more valuable book than its title indicates, it contains a 
lot of information on the what and how of computers, along with a 
generous dollop of computer jargon (or ‘How to Cheat in 
Computer-Speak'). The style is gentle and amusing, with no ap¬ 
palling puns or excessive asides (such as ‘didja get that joke, 
buster?'). A pleasant, painless book which you can digest, then 
give to a parent. 

Penguin Books has moved into the computer field with en¬ 
thusiasm. As well as a 'Getting the Most Out of Your...' series, 
they have a number of games books. Two which stand out are 

The Penguin Book of VIC 20 Games (Paul Copeland) and The 
Penguin Book of Commodore 64 Games (Robert Young and 
Paul Copeland). Priced at £4.95 each, these large format books 
include such programs as 'Space Venture’, 'Oil Rig' and 'Red 
Alert'. Worth buying, even if you do not have a VIC or a Com¬ 
modore 64, simply as a source of ideas for new programs to 
create on your own microcomputer. 


Arcade Games for Your VIC 20 and Arcade Games for Your 
Commodore 64 (Brett Hale, Corgi/Addison-Wesley) by con¬ 
trast, are definitely only for those who have the machine 
specified. The programs are locked irrevocably to the com¬ 
puter named. Taking advantage of a number of machine- 
specific features (such as sprite graphics on the 64), Brett has 
produced a selection of around 20 programs for each machine. 
Each one is listed twice, the first time for the joystick and the se¬ 
cond time for the keyboard. Titles include 'Galaxy Robbers’, 
'Bullet Heads’ and 'Yackman'. 

CREATING ADVENTURE PROGRAMS 

There are a number of books, some of which are aimed at com- 
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puter owners, which will help you if you are one of the many, 
many computer games players who are interested in develop¬ 
ing ‘Adventure' and 'Dungeons' type programs. The place to 
start is with TRS Hobbies' Dungeons and Dragons (TM) Basic 
Set, which comes with the introductory rule book. Dungeon 
Dice (tm) and an instruction module, along with a sample 
scenario 'The Keep on the Borderlands'. If you're new to the 
field, you should start with this set to give you an idea how 'real 
life' Adventure programs are built up. 

Additional information is provided by Fantasy Role-Playing 
Games (J. Eric Holmes, Hippocrene Books Inc.) which looks at 
the whole field and, despite some disparaging things to say on 
computer versions of such games, is worth looking for. Another 
overview of the field — with more sympathetic comments on the 
use of computers — is provided by Dicing With Dragons—An 
Introduction to Role-Playing Games (Ian Livingstone, 
Routledge and Kegan Paul), which includes a full ‘solo Adven¬ 
ture’, a review of the major games on the market, and a 
fascinating chapter on the pleasures and perils of being 
Dungeon Master in ‘Playing God'. 

Fantasy Wargaming (compiled Bruce Galloway, published 
Patrick Stephens) provides a complete unified system for 
‘historically accurate' (or at least in tune with the beliefs and cir¬ 
cumstances of individuals in the peasant, feudal-economy times 
in which many Adventures are set) games. The fight, weapon 
and monster tables alone are worth the book, as many of their 
ideas can easily be incorporated into your Adventures. 

There are two computer Adventure books which you could get 
to help you in the fascinating area of producing Adventure 
games on your machine. 

Creating Adventure Programs on Your Computer 

(Andrew Nelson, Interface Publications). 

Written by the author ofMore Games for Your VIC 20 and Games 
for Your TI99/4A, in the Virgin Books games series, this book 
takes you through the task of developing an Adventure pro¬ 
gram of your own, concentrating more on the ‘Loot and Pillage' 
school of gaming than the Scott Adams' ‘solve this puzzle to ad¬ 
vance’ field. Three complete Adventure programs are includ¬ 
ed. 

Write Your Own Adventure Programs for Your Microcom¬ 
puter Qenny Tyler and Les Howarth, Usborne) is a much 
quicker introduction to the field than Nelson’s, but nevertheless 
packs a lot of valuable information into its 48 pages. Step-by-step 
instructions are provided for creating an Adventure from 
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scratch. A complete program — ‘Haunted House’ — is included 
in the book. 

The Age of Computers is the general title of four fine books pro¬ 
duced by Wayland Publisher Limited. Each priced at £4.95, the 
books present a careful, but inviting, view of four aspects of the 
computer field, one on the history of computers and the others 
looking at specific areas of modern computer application. Each 
book is by Ian Litterick and Chris Smithers. The four titles are 
The Story of Computers, with Charles Babbage and Uncle Sir 
Clive Sinclair just inside the cover (and these two pictures ac¬ 
curately sum up the historical period covered by the book); 
How Computers Work (with chapter headings including 'Bits, 
Bytes and Binary', 'Decision-making by Transistor’, and 'Talk¬ 
ing With Computers'); Computers in Everyday Life (such 
things as 'Robots in the Home', ‘Magnetic Money’ and 
'Medicine and the Disabled'); and Computers and You (‘Com- 
putopia’, 'Big Brother', ‘War and Peace' and — a fascinating 
final chapter — ‘Will Computers Need Us?'). 

Inside BASIC Games 

(Richard Mateosian, Sybex). 

'This book is a slightly overwritten guide to understanding com¬ 
puter games. You’ll learn how to write interactive programs in 
BASIC and how the principles of system development are ap¬ 
plied to small computers. The book also looks at how the 
features of specific small computer systems have been sup¬ 
ported in BASIC. If you can contend with the verbiage, you’ll 
find this book well worthwhile. 

1001 Things to Do With Your Personal Computer 

(Mark Sawush, Tab Books). 

Big and fat, and full of ideas, you'll find much here of interest to 
enlarge your computer horizons. The book tells you about 
writing music and stories with your computer, aiding a 
mechanic or a carpenter, solving simultaneous equations, 
astrology and much, much more. 

Stimulating Simulations 

(C. W. Engel, Hayden Book Company). 

Here are 12 unique programs written in a good, general version 
of BASIC. The fascinating programs include ‘Forest Fire', 'Rare 
Birds' and ‘The Devil's Dungeon'. You’re sure to enjoy playing 
those three, along with ‘ Diamond Thief, in which the computer 
decides who has committed the crime, then challenges you to 
discover which of the suspects is guilty. The material in this book 
is generally tightly programmed, and can be a helpful source of 
ideas to improve your own computer work. 
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The BASIC Handbook 

(David A. Lien, Compusoft Publishing). 

This is an encyclopedia of the BASIC language. It comes into its 
own when you find a program in a magazine or book which 
you'd love to try, but are frustrated because it is written for 
another version of BASIC. Every BASIC word you've ever 
heard of (and many you may not have, such as NE, GOTO-OF 
and LE) is in here, along with a number of variations, one of 
which will almost certainly be on your machine. 

BASIC Computer Games 

(David Ahl, Creative Computing Press). 

This is a classic work, still selling well despite the fact it was one 
of the first such books — if not the first—on the market. David Ahl 
has been in personal computers even before there were such 
things. Although several of the games are overly-dependent on 
the random number generator, you'll find there are many, 
many gamesyou’ll want to adapt and improve for your own com¬ 
puter. 

How to Buy (and Survive) Your First Computer 

(Carolee Nance Kolve, McGraw-Hill Book Company). 

When is a business ready for a computer? How do you make an 
intelligent, informed choice among the hundreds of computers 
available? Will a computer improve a company’s operations? 
Answers to these and a score of similar questions are in this 
book, which explains in detail what to consider before buying, 
how to select the right computer, and what to do after ordering 
the computer to ensure a successful installation. Ms Kolve has 
over 15 years computer experience (including a stint with IBM) 
and brings her experience to bear in a relatively easily- 
digestible guide. 

Your First BASIC Program 

(Rodnay Zaks, Sybex). 

■This book, liberally illustrated with large red dinosaurs m a 
variety of situations vaguely related to the text (one, for instance, 
as a cowboy getting tangled up in his ropes with the caption 'Be 
careful when looping'), is a gentle and worthwhile introduction 
to the not-so-secret secrets of programming in BASIC. When 
you want to move beyond just typing in other people's programs 
from books and magazines, this may be a good place to start. 

This bibliography was compiled by the series editor, Tim Hart¬ 
nell, who has felt constrained not to recommend any of his own 
books. However, he asked us to mention two which could be of 
use and interest to you. 


127 









n 

-- 

--- 

--- 

■■1 

IBI 

IBI 

IBI 

GAMES FOR YO1IRATA1U600XL 

■1 

■1 

■■■ 

■■1 


IBI 

IBI 

IBI 

IBI 






IT 

n 


■1 



n 

rr 

T 


The first is The Personal Computer Guide (Virgin Books) which 
explains what a personal computer is, and answers questions 
like “Will it help my kids?'',' ‘What sort of games can we play on 
it?’ ’ and' 'What can 1 use it for in the home?’'. The book describes 
many of the most popular computers available today, with il¬ 
lustrations, technical specifications and other information to 
help you to choose the equipment best suited to your require¬ 
ments. Also included is an introduction to BASIC programming, 
with details of programs suitable for use in the home, a list of sup¬ 
pliers and user clubs, and a guide to further reading. There are 
also chapters covering the personal computer’s history and its 
future. When you’re ready to upgrade, you’ll find this book a 
good, unbiased, reference work which looks at the choices fac¬ 
ing you. 

Tim HartneU’s Giant Book of Computer Games. 

Described by Personal Computer News as 'a good source of 
ideas’, this 386-page book, publishedby Fontana, for£3.95, con¬ 
tains over 40 programs which will run with minimum modifica¬ 
tions on most popular microcomputers. The games include 
chess (of a sort!), a 17K Adventure and ’Hyperwar’. 
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600XL 

More than 20 challenging programs, 
each one especially written for the series 
and guaranteed to provide hours 
of entertainment. 

SPACE ATTACK (defend your space station, while 
warding off pesky alien invaders); CHOPPER 
MISSION (you are at the controls of a rescue 
helicopter —the fate of imprisoned hostages 
depends on you); BREAKTHROUGH (test your 
co-ordination and nerve in this fast-moving 
version of‘Breakout’); ASTEROID STORM (take 
control of your trusty spacecraft as you weave in 
and out of a rock storm); and the chanceto 
escape through a crowded minefield to safety 
beyond the yellow brick wall. 

GAMES FOR YOUR ATARI will improve 
your programming skills as you follow the 
instructions to put each of the programs into your 
machine, and comes complete with a brief 
dictionary of computer terms, a selective 
bibliography and some hints on how to extend the 
programs in the book. 





ISBN 0 86369 037 8 
United Kingdom £2.95 
Australia $9.95 (recommended) 
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